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To reserve your copy of this game, 
visit your local retail store or call 1-800-432-3493. 


Unreal™ ©1997 Epic Megagames, Inc. All Rights Reserved. Created by Epic Megagames, Inc. Published and distributed by 
GT Interactive Software Corp. Microsoft® and Windows® are registered trademarks of Microsoft Corporation. MMX™ and 
the MMX Logo™ are trademarks of Intel Corporation. All other trademarks are the property of their respective companies. www.unreal.com 
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Y% an endless multiplayer universe of user-created, hot-linked levels 
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3 UNIQUE AUEN SPecies 


Whether you command the 
nomadic Terrans, mysterious 
Protoss, or voracious Zerg, 
you must devise totally unique 
Strategies to master the — 
specialized units, abilities 
and technologies of each. 
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INTENSE INTERNET COMPETITION 
Challenge the world with FREE* 

access to Blizzard Battle.net.” Up to” 

8 player Internet support including — 
worldwide player rankings, 

tournaments and challenge ladders. 








UNEQUALED - 
CAMPAIGN EDITOR 


Construct individual ; 
missions or entire 

campaigns with unrivaled 
options and ease. 7 








REVOLUTIONARY SPECIAL EFFECTS 

Real-time light sourcing, true line of sight and 
an advanced translucency engine combine for 
unparalleled visual and tactical realism. : 


MutTnrcre THEATERS OF BATTILE 
Engage in a deadly mix of space combat, 
planetary assault and covert base infiltration. - 

Command Ghost Espionage Agents, Protoss 
High Templars, and Zerg Defilers as you seek « 
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*Free access to Battle.net requires access to the Internet. Player is responsible for all applicable Internet fees. 
StarCraft and Battle.net are trademasks and Blizzard is a registered trademark of Davidson & Associates, Inc. 
© 1997 Blizzard Entertainment. Ail rights erved. 











SICsS4g 


www.eidosinteractive.com 





#91998 Eidos. Eidos Interactive is a trademark of Eidos, Plc. ©1997, 1998 Square Co, Ltd. All rights reserved. Final Fantasy and SquareSoft are trademarks of Square Co.,Ltd 








Try not to forget your loved ones. 
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Now for the PC. 
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80 Nightmare Creatures 
82 Turok: Dinosaur Hunter 


36 MechCommander 





LEO. RV 82 Frogger 

24 Alpha Centauri 87 Virtua Squad 2 

24 Dune 2000 87 Malice 

28 — Esoteria 88 Virus 

28 Dawn of War 88  Suckin’ Grits on Route 66 

32 Rise of the Shadowhand 90 Streets of SimCity 

32 KKND2 90 Test Drive 4 

: 91 Defiance 

| reduce 92 Jet Moto 
48 Jane's F-15 92 X-Men: The Ravages of Apocalypse 


52 Game ofthe Year Awards 
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PiU! 98 Journeyman Project 3: Legacy of Time 
57 Over the Net 99 Faery Tale Adventure II 


70 Command Post 102 Riana Rouge 

79 Cheat Thrills 102 Gems of Darkness 
95 Road to Nowhere 106 Dog Day 

96 Grue’s Lair 106 Excalibur 2555 AD 


109 The Hangar 
at 110 F-22 Air Dominance Fighter 
18 Upfront 112 Joint Strike Fighter 


22 News 114 F/A-18 Korea 
122 Rebound 116 Flying Corps Gold 
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72 War Wind Il: Human Onslaught 118 F] Racing Simulation 
73 Earth 2140 120 Front Page Sports Ski Racing 
74 Evolution 120 Front Page Sports Trophy Rivers 
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Available on Windows” 95. 
Visit your local retailer or 
call 1-800-695-GAME day 

or night (U.S. or Canada). 
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Feel the need for speed? Get Uxtimate Race’ Pro. Free on the internet. There is no competition. 
> 2 games in 1: Race on 17 tracks or crash, maim & kill in the ultimate destruction arena! > Jump into one of 16 tricked-out, 
mega-horsepower street cars. > Race up to 15 other uncivilized drivers. ® Scream through dozens of random, twisting city 
streets, desert terrains and country tracks. » Battle changing weather conditions, from thunderstorms to dense fog. 
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DRIVE FAST. DRIVE DANGEROUS. DRIVE LIKE HELL THROUGH THE INTERNET. 
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ion : oe gy — Place the CD disc in your CD-ROM drive. The disc will 


‘Grane Theft Auta: Extreme Tactics autoplay. If it fails to do so, right click on your CD-ROM 

Carmageddon Lords of Magic icon (located in “My Computer”) and select OPEN. 

Uprising (3Dfx) Warlords III Double-click the “Install” icon. 

Pro Pinball: Timeshock Myth: The Fallen Lords 

Frogger Final Liberation Place the CD in your CD-ROM drive and choose File, 

Jedi Knight Deadlock II Run from the Program Manager. Type “D:\INSTALL,” 

Grand Theft Auto (3Dfx verision) Warhammer: Dark Omen where D:is the letter of your CD-ROM drive, and 
Semper Fi press ENTER. Follow the instructions on screen. 


After installation is complete, double-click the 


-Adventure/Role-playing __| Sid Meier's Gettysburg nee 


ur of Monk Island 
atse ee Still having problems? Send a description of the 











Fallout | port: — - problem along with your system configuration to 
FIFA: Road to the World Cup 98 cgcdtech@cdmag.com, or mail a letter with the 
. . __| Andretti Racing same information to the address below. If you 

Legal Crime Jack Nicklaus 5 have a defective CD-ROM, a replacement can be 

Fighter Ace F1 Racing Simulation obtained by sending the original CD to: 
Computer Games 

| Simi _ = 2 Millet St. 

Richmond, VT 05477 


Armored Fist 2 
F-22 Raptor ATTN: CD replacement 
If you are not getting the CD-ROM with your sub- 
scription to Computer Games Strategy Plus you 
are missing great demos and free games every 
month. You can upgrade your current subscripion 
for only $1 more per issue. Visa or Mastercard are 
accepted, please call: 

Customer Service 

1.800.283.3542 (US Only) 

1.760.745.2809 (CDN and foreign) 
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Lead up to 10 marines through 2 turn-based campaigns Challenge other squads or team-up with friends Create fiendishly clever worlds full of deadly surprises 
that have over 30 terrifying missions each! in the extraordinary multi-player levels! with the user-friendly level editor! 


~ Go to wwwbluebyt com OF all (800) 933- 2983 and pea the combo pack 
of INCUBATION: TIME IS RUNNING OUT & INCUBATION: THE WILDERNESS MISSIONS 
direct from Blue Byte and the shipping is FREE! Coming April ‘98. 
ig ont: valid in the Continental vases States. Mention Source Code # MCD3498 


LAN ernet 


INCUBATION: TIME IS RUNNING OUT —s 





a 6«(aeuee The Best Turn-Based Strategy Game of 1997 
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Dune™ © 1998 Dino De Laurentiis Corp. Licensed by Universal Studios Licensing, Inc. ©1998 Westwood Studios, Inc. All rights reserved. 





Westwood... 





www.westwood.com 
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Blizzard on StarCraft 








26-27 Acclaim www.akim.com 64-65 LucasArts www.lucasarts.com 
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TRS-80 circa 1983 
4k of ram — no hard drive 
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THE HAVOC 
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CAN WREAK 


TODAY. 
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It’s BEEN TWENTY YEARS 


SINCE THE WOPR NEARLY IGNITED THE 











Coto War, AND NOW, IT'S THREATENING 
LIFE AS WE KNOW IT. THE WOPR HAS 
FOUND A WAY TO END WAR: EXTERMINATE 
HUMANITY. THE COMPUTER'S MECHANICAL 
FORCES ARE DESTROYING EVERYTHING IN 
THEIR PATH. WHAT BEGAN AS A GAME IS 
NOW A BLOODY BATTLE FOR SURVIVAL. 
COMMAND NORAD’S FORCES ON LAND, AT 
SEA AND IN THE AIR. AS THE BATTLES RAGE 
AND THE BODY COUNT MOUNTS, THE FATE 
OF THE HUMAN RACE IS UP TO YOU. 





“<.. a deep and beautiful real-time strategy 

game. The polygonal landscapes and units 

look even better than ‘Total Annihilation’...’ 
—ULTRA GAMEPLAYERS 


REVOLUTIONARY GRAPHICS ENGINE 
BRINGS BATTLES TO LIFE 


NKS WALKER 


Fight in real global hotspots Like 
Saudi Arabia, Siberia and New York 
City. Experience real-time 3-D weather 
including snow, rain and sandstorms. 


Strategically use real 3-D 
terrain to hide troops and 
Launch surprise attacks. 
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PHOOSE YOUR 

WEAPONS FOR 
BLOW AWAY YOUR ENEMY WITH ALL-@BUT WARFARE 
DEVASTATING FIREPOWER 






























TURN FRIENDS INTO ENEMIES 
ON MPLAYER, LAN AND MODEM 






fover 100 different 3-D land, 
| sea and air units for the 
most strategic assaults. 
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THE FIRST TRUE 3-D STRATEGY GAME 
TO DELIVER REAL COMBAT 


S, 7 


[Rotate the entire battlefield 
for unlimited camera angles 
to let you choose the most 


strategic view of the combat. 
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Position and move troops | 
with pinpoint accuracy. | 
| 





WAGE WAR AGAINST THE 
ULTIMATE INTELLIGENT ENEMY 






| Using advanced AI the 
— enemy learns as you 
progress in the game. 








_ [Sabotage your enemy's headquarters eg 
= cripple his attacks. Use your hackers 


i to gather money and intelligence. 
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Prepare to be 
blown away 


e’ve listened to your feedback. 
We've had meetings. We've had 
| discussions. We've had meetings 
| about our discussions. Starting 
" with the May issue of the maga- 
zine, there will be a number of 
revolutionary changes in store for 
readers. Prepare to be blown 
, - away. 
= me €82—SCséF irsst off, we are going to 
ee | include features with more 
appealing mass-market topics. 
We're planning a five-part series 
on “Interactive Actors and their 
Dating Habits.” We're also start- 
ing anew column on Game 
Designer Fashion—first topic “How 
to Look Surly in Torn Denim and a Nine 
Inch Nails T-shirt.” We hope to get hair-care tips from John Romero, and we'll be doing an 
annual “Swimsuit Edition”—no, the editors will not be appearing in this issue. But you can 
never be too sure. 

The review section will get a complete makeover. Many readers have complained about 
the sheer amount of text on each page, so we've decided to eliminate it altogether. In its 
place, we’re implementing the world’s first “Scratch & Sniff Review System®,” which will let 
your nose do the reviewing (because “Your nose knows games™"”). We've been evaluating 
smells for the past six months looking for those that truly capture the essence of games 
ranging from Civilization II to Soldier Boyz. We think you'll be happy with the results. 

Because game news is typically rather dull, we've decided to spice it up by making up all 
of the stories. While you may question the ethics of this practice, we've studied the Weekly 
World News Style Guide and will follow their guidelines. First off, rather than actually interview 
the principle topics of our exposés, we'll rely exclusively on anonymous “sources” close to 
the people or companies. That way, we can run stories with lines like, “Sources close to Sid 
Meier's garbage collectors say the master designer has actually hired numerous aliens as 
consultants on his upcoming game Alpha Centauri.” By quoting things in this manner, we 
never have to worry about facts getting in the way of your entertainment (oh, and there're 
those lawsuits we won't have to worry about either). 

For previews, we considered a number of different styles and tones for the content. We 
tried doing shorter articles with more pictures and longer articles with more text. We 
thought about going to previews that listed features with no evaluative comments or enter- 
tainment quality whatsoever. We toyed with the idea of labeling every article a “Scoop” or a 
“World Exclusive.” We created some sample previews where every sentence was quotable. 
(“Game X not only is the most awesome game we've never actually seen or played, but its 
design document is so well-written it’s comparable to the works of literary giants like 
Faulkner and Kerouac. Oh, and the company offices are really boss looking. Plus the designer 
is a really cool dude, and he, like, gave me a ride in his Ferrari.”) 

In the end, we chose the format that we felt best matched what you, our readers, have 
come to expect from previews. They will all be in pop-up book format, serving up full-page 
screen shots animated with wonderfully three-dimensional cut-outs. As you can see from the 
sample on this page, it’s an idea whose time has come. 

While you're contemplating all of these wonderful and innovative changes, please keep in 
mind one thing—it may be March, but you’re reading the April issue. 












—Steve Bauman, Editor 
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Impressions 








“drink deeply from a most 
mesmerizing hybrid that looks 
to be greater than the sum 

of its parts.” 

Johnnie Wilson, Editor 


_—Computer Gaming World 


“Playing Lords of Magic will 
be like creating your own 


fantasy novel... The combat 


is more detailed than any in 
this genre.” 
—Gamespot 


ms Ke) corsme) mi i-lelomcyarelelye 
capture the hearts and minds 
of both RPG and strategy 
game aficionados.” 
—Gamecenter 


Fantasy, Strategy, Combat 
come together in a magical 
and of gnomes and dragons, 

beasts and Barbarians, and 

heroes who triumph over evil. 


Unleash the Awesome 
Power of Magic! 
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COMPUTER GAMING WORLD 
BIGGEST ADVENTURE GAME OF THE YEAR, 
GAMECENTER 


,ONE OF THE BEST ADVENTURE GAMES OF THE YEAR.” 
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ADVENTURE GAMERS ON A GLISTENING SILVER TRAY... 
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* het NEW, INTUITIVE INTERFACE ALLOWS YOU TO SEAMLESSLY NAVIGATE THROUGH ANCIENT 


i WORLDS FROM A FIRST-PERSON PERSPECTIVE. 


To SAVE THE SUTURE. 
You Must &NTER THE PAST 


THOUSANDS OF YEARS AGO THE GREAT CIVILIZATIONS OF SHANGRI-LA, EL DORADO, 
AND ATLANTIS VANISHED. BEHIND THEIR MYSTERIOUS DISAPPEARANCE LIES A 
LEGEND OF POWER AND DESTRUCTION THAT WILL ULTIMATELY DETERMINE THE 
FUTURE OF HUMANITY. AS GAGE BLACKWOOD, AGENT 5 OF THE TEMPORAL SECURITY 
AGENCY, YOU WILL TRAVEL THROUGH TIME, ASSUME MULTIPLE IDENTITIES, AND 
WEAVE YOUR WAY THROUGH AN INTRICATE WEB OF PUZZLES. HIDDEN IN THESE 
LOST WORLDS LIES THE KEY TO SURVIVAL. 
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LEGACY 9F TIME 


NOW SHIPPING 
www. legacyoftime.com 
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Developers heed the word 
of g.o.d, but is it the path 


to righteousness? 


new startup publisher called 
Gathering of Developers (alter- 
nately known as “The 
Gathering” or “g.o.d.”) recent- 
ly caused quite a ruckus when 
they unleashed a media blitz 
that even got the attention of 
mainstream publications like USA Today and 
Wired. Billing themselves as the publishing 
company “by the developer and for the 
developer” (hopefully someone is looking 
out for the consumer), they’ve already 
signed deals with a number of developers, 
including 3D Realms, Epic MegaGames, 
Ritual Entertainment, Terminal Reality, and 
Pop Top Software, to publish their games. 
They promise developers a place where they 
get higher royalties, equal treatment in terms 
of ad dollars and promotion, and fewer non- 
gamer “suits” telling them what to do. 

Formed by ex-id Software biz guy and 
former CEO of ION Storm Mike Wilson, The 
Gathering’s board of directors includes 
Wilson; 3D Realms/Apogee CEO Scott 
Miller; Jay Wilbur, former CEO at id 
Software and current Imperial Advisor at 
Epic MegaGames; Ritual CEO Harry Miller; 
former GT Interactive executive Allan Blum; 
Terminal Reality co-founder and vice presi- 
dent Brett Combs; Pop Top President Phil 
Steinmeyer; and Bill Mitschrich, president 
of Strategic Marketing Partners, the PC 
industry’s largest independent sales force. A 
spokesperson for The Gathering said the 
company plans on publishing four titles in 
1998, and five in 1999. 

Developers will be able to create new 
titles that will be published by The 
Gathering, but they will also need to adhere 
to existing contracts with other publishers 
and distributors. GT Interactive has the 
rights to 3D Realms’ upcoming Duke 





‘98 





/ NEWS / 


BRIEFS / 


Nukem Forever 
and Prey (they 
also own the ancil- 
lary rights, such as 
movies, books and 
toys, until 2001). 
They also have the 
rights to Epic’s 
Unreal and its 
sequel. Activision 
is releasing Ritual’s 
Sin, and Terminal 
Reality’s Monster 
Truck Madness II 
is being published 
by Microsoft. 
These obligations 
tie many of these 
companies up 
through 1998, 
unless The 
Gathering is able to come up with enough 
advancements to greatly expand each com- 
pany’s core development team to accelerate 
the production of new titles. 

While some in the press appeared to be 
reaching for the thesaurus looking for plau- 
dits to bestow upon this upstart, other 
industry insiders were more skeptical. 
While few would go on record with criti- 
cisms, many questioned the financial 
strength of the company, especially in light 
of their rumored 200-300% increase in roy- 
alty rates. (While most of these figures are 
kept hush-hush, it’s said that game royalties 
range from a low of 10-15% to an id 
Software-like 40-50%.) 

The company wasn’t funded at press 
time, and due to legal issues, Wilson was 
unable to discuss how they’re planning on 
paying for all of this. However, he did say, 
“we are being very selective about our 





Fora daily dose of the 
latestindustry news: 

and rumors, be sure to 
stop by our web site at 
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funding sources and those sources are 
aware that we are going to do business in a 
different way... a better way, and that’s 
why they are interested in the first place.” 

When asked how prickly investors will 
react to a more laissez-faire “developer-first, 
not investor-first” release schedule, Wilson 
said, “The shareholders only react to disap- 
pointments created by false promises. If you 
tell them the truth from the beginning, 
what do they care which quarter a game 
ships in?” 

Much of The Gathering’s rhetoric is 
aimed at “the suits,” that nebulous term for 
the people who run the businesses but 
aren’t necessarily gamers. They’re the 
scapegoats for rushed, buggy products, 
poor designs, bad advertisements and what- 
ever else annoys people. About them, 
Wilson remarked, “[Successful entertainers] 
don’t allow a group of guys in suits to come 


in and tell them that they know their busi- 
ness and their customer better than them... 
or to force some terrible deal on them 
while proclaiming ‘industry standard!,’ 
knowing all the while that the guy down 
the street has a much sweeter deal.” Wilson 
aims to educate developers in the “art of 
the deal,” though many would agree that 
the only people to blame for lousy contracts 
are the people who sign them. 

Ultimately, Wilson concedes that his 
somewhat utopian approach is just that— 
utopian. “The fact is that we can’t guaran- 
tee much of anything, except a way of 
doing business. The rest is as up to chance 
as any other endeavor in entertainment. 
Still, we will have certain inherent advan- 
tages by simply realizing the fact that we 
are in the business of entertainment, not 
packaged goods, and learning from the mis- 
takes of others that have gone before us.” 

However, according to marketing experts 
with whom we spoke, he’s wrong on this 
last point. Games are both packaged goods 
and creative products. The boxes have to 
clear the very same retail placement hurdles 
as toothpaste, but they are also creative 
products, with very short product life 
cycles. This places even greater importance 
on the packaging and distribution of the 
games, and it’s in this area where the large 
publishers excel. 

The Gathering promises to promote their 
developers ahead of the publisher, but 
that’s not uncommon in this industry. Are 
Duke Nukem Forever and Prey referred to 
as GT Interactive products, or as 3D Realms 


products? Is Sin considered an Activision or 
Ritual product? Is Unreal anticipated 
because it’s being developed by Epic 
MegaGames or due to the marketing muscle 
of GT Interactive? Gamers do seem to asso- 
ciate many products with the developers as 
opposed to the publishers, but this is still a 
sore point with Wilson. 

“{People] associate the games with id and 
3D Realms and Epic, because after count- 
less arguments and contractual rewrites, 
those companies have established that this 
is the only way they’ll do business. This is 
not the case with our other founding devel- 
opers or 90% of the developers out there. 
Consumers don’t go into a store thinking 
‘gosh, I always like games from Sierra or 
from Interplay.’ The only way to avoid the 
consumer confusion that is killing our retail 
industry is to brand things that are consis- 
tent—in this case, the developers.” 

While it’s hard to argue that many com- 
panies have tarnished their once proud 
brand names, there are a few companies 
that still inspire immediate purchases—EA 
Sports, Origin, Blizzard, LucasArts, 
Westwood Studios, to name a few. 
Promoting the developers isn’t a new con- 
cept either, a point Wilson concedes. When 
Electronic Arts was started, its founder Trip 
Hawkins highlighted developers in all of 
the advertising and packaging, while mar- 
keting the games like records. EA eventual- 
ly moved away from this approach. 

Finally, the overall concept of the artists 
taking the reigns of the business happened 


in the film industry. The Gathering is quick 


‘Civil’ Dispute 


MicroProse takes Activision, Avalon Hill to court 


legal battle based on the name 

Civilization is still ongoing. MicroProse 
filed a lawsuit against Activision and The 
Avalon Hill Game Company regarding the 
trademark rights to the name “Civilization.” 
The suit, filed in January in the U.S. District 
Court for‘the Central District of California, 
asserts claims of false advertising, unfair 
competition, trademark infringement, and 
unfair business practices against Activision. 
The lawsuit also challenges Avalon Hill’s 
ownership of the Civilization trademark 
rights. MicroProse said it was filing the suit 
in light of announcements by Activision that 
it planned to develop and publish 
Civilization titles. 

“MicroProse is the publisher of the classic 
Sid Meier’s Civilization family of computer- 
game products and the pre-eminent holder of 
worldwide computer game and board game 
rights under the Civilization trademark,” 
said M. Kip Welch, vice president and general 
counsel of MicroProse, in a statement. “By 
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bringing this lawsuit, MicroProse is serving 
notice that it is determined to protect its 
Civilization brand and intellectual property.” 
Last year, MicroProse acquired Hartland 
Trefoil, Ltd., the U.K.-based creator and origi- 
nal publisher of the Civilization board game. 
By doing so, the company said it had 
cemented its claim to the Civilization name, 
which Activision claimed it had acquired 


to compare themselves to United Artists, the 
movie studio formed in 1919 by actors 
Charlie Chaplin, Mary Pickford, Douglas 
Fairbanks and director D.W. Griffith. Their 
motivation was a studio system that locked 
actors into long-term contracts and forced 
formulaic products on them. In a prepared 
statement, Wilson remarked “[When they] 
formed United Artists as a reaction to the 
stifling Hollywood studios, someone 
remarked, ‘the lunatics have taken charge 
of the asylum.’” 

The irony is that United Artists was 
plagued by inept management and a lack of 
resources, and never became a player, even- 
tually selling out to another studio. Its lega- 
cy, though, can be felt today. In the current 
Hollywood system, one that started to take 
shape in the 1980s with the emergence of 
uber-agents like Michael Ovitz, actors have 
risen to stratospheric levels of power. They 
receive exorbitant upfront salaries, back- 
end deals on merchandising and gross prof- 
its, force the studio to select certain writers 
and directors for pet projects, and still man- 
age to produce stilted and formulaic prod- 
ucts like Batman & Robin. 

In response to this, Wilson said “I cer- 
tainly can’t say that our guys won’t ever 
produce [poor products], but I can say that 
they aren’t likely to produce something 
extremely mediocre for the sake of market- 
ing... unless they make that decision them- 
selves.” —Steve Bauman 

The full interview with The Gathering’s 
Mike Wilson can be found on our website 
at www.cdmag.com. 


from Avalon Hill, Hartland Trefoil’s 
distributor outside of Europe. When 
MicroProse published Sid Meier’s 
Civilization, the company had 
acquired a limited license from - 
Avalon Hill. 

Activision declined to comment 
about the lawsuit. 

MicroProse stated that more than 
two million Civilization computer 
games have been sold worldwide. 
Last year, company Officials said that 
Civilization was a $60 million brand 
name. In the coming year, 
MicroProse plans on releasing 
Ultimate Civilization II, a multiplayer version 
of Sid Meier’s Civilization II. 

The designers of the original Sid Meier’s 
Civilization are no longer with MicroProse. 
Bruce Shelley is now with Ensemble Studios 
while Sid Meier founded Firaxis along with 
Sid Meier’s Civilization IT designer Brian 
Reynolds and fellow MicroProse veteran Jeff 
Briggs. —Jason Ocampo 
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Alpha Centauri 


A gaming mystery resolved 







CIVILIZATION AND 
Civilization II, those scions of the 
computer strategy family, could end one 
of two ways: with someone dominating the 
world and crushing all-comers, or with some- 
one launching a successful colony ship to the 
Alpha Centauri 
sy s t ¢ m 
Everyone knows 
what happens in 
the first 
instance, but no 
one knew what 
happened to 
those colonists. 
Gamers have 
long wanted to 
follow that lone 
ship...and now 
Firaxis aims to 
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Play Lady Deirdre, one of 
the game’s factional leaders 


let you do just that with Alpha Centauri. 

The storyline, which is painfully close to 
that of Outpost, posits a group that’s left a 
degenerate Earth in the 22nd century, hoping 
to find a new home in the nearby Alpha 
Centauri star system. Halfway into the jour- 
ney, contact with Earth stops, tensions mount, 
and the crew of the colony ship ends up split- 
ting into seven separate and generally hostile 
groups. The game starts with you in charge of 
one group’s lone command pod on the new 
and less-than-friendly planet on which you’ve 
all landed. It’s up to you to lead your faction 
in the race to determine the direction civiliza- 
tion (hmmm) will take on this new world. 

While Alpha Centauri may sound like Civ- 
in-space, there are some significant additions. 
Your colonists can terraform the lands, 
changing the topography to suit your needs 
(or to hinder other players). If you chose a 


BRIEFS: Red Storm Entertainment signed a deal with science fiction/fantasy novelist Anne 
McCaffrey to develop a computer game. McCaffrey, best known for The Dragonriders of Pern, 
is not the only author to be associated with the company, which was co-founded by techno- 


Dune 2000 


picked up Road to Moscow, the ambitious strategic-level East Front wargame 
dropped by Arsenal last year. |-Magic also announced more of its 1998 lineup, incl 


C&C's father returns from retirement 






FANS OF THE REAL- 
time strategy sub-genre often debate 
who kicked off the current craze: 
Command & Conquer or Warcraft II. In doing 
so, they often forget that the feud between the 
two RTS families is older, dating back to their 
respective gaming “fathers,” Dune IJ and 
Warcraft (vassals on each side of the contest 
ignore Populous and other even older real- 
time strategy games). Westwood apparently 
feels that their patron game can still con- 
tribute to the family’s battle, and so they’re 
giving him a facelift and will be re-releasing 
him under the name Dune 2000. 
By “facelift” we mean that the 
game has been updated to 
Westwood’s current state-of-the 
art: it’s graphics, interface, and 
(especially) multiplayer capabili- 
ties will match—and in some 
cases possibly exceed—those of 
Red Alert, although the computer 
code behind them has been built 
from the ground up (in other 
words, some of the design ele- 
ments may be the same, but this 
isn’t just a hacked version of Red 
Alert). The pre-mission briefings 
have been spruced up with FMV 
based on the look of sets in the 
movie Dune. You can fight for the 
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same three Houses—Atreides, Ordos, or 
Harkonnen—and can command the familiar 
mix of vehicles and troops, including 
ornithopthers, sonic tanks, Sardaukar, and the 
like (one new unit, the engineer, can capture 
damaged buildings). The missions, however, 
are being reworked; while some may be simi- 
lar in style to the original, none should be 
identical. Each House fights through a nine 
mission campaign, and a selection of alternate 
missions brings the total in the game up to 45. 

Multiplayer is perhaps the chief reason 
behind Dune 2000's creation; fans of the orig- 








Your map view; Electronic Arts is very anxious to 
let gamers know that this is preliminary artwork 


military route, you’re no longer limited to the 
units provided in the game; instead, you’ll be 
able to design your own. In addition to the 
other six players (computer or human), 
you’re dealing with the new world itself (as 
are your opponents), and you'll face a range 
of exotic lifeforms which may both help or 
hinder your cause. 

So, the question “what happened at Alpha 
Centauri?” seems to be: the Humans brought 
their troubles with them and are facing a 
whole new set as well. Gamers should get the 
chance to solve these problems sometime this 
Fall. —Scott Udell 

Alpha Centauri « Firaxis » Windows 95 









This time around rendered cut scenes and cine- 
matics styled after the movie’s look should pro- 
vide more atmosphere to the game 


inal Dune II have long asked for it, but it 
would have been nearly impossible (especial- 
ly for Internet play) to add as a patch to the 
old DOS-based game. Current plans call for up 
to eight players via LAN or two players over 
the Internet. 

Westwood intends for Dune 2000 to both 
satisfy old fans’ craving for multiplayer and to 
introduce new players to what company pres- 
ident Brett Sperry calls a “fascinating world 
for a game”; both sets should get a chance to 
see if they’ve succeeded early this Summer. 
—Scott Udell 

Dune 2000 * Westwood Studios 
Windows 95 


day is the day when you 
stop listening to the tales 


of other lives lived. 
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COMPUTER & NET PLAYER 


"A stunning 369° shooter... 


at a constant 6°fps!” 
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Esoteria 


A thinking man’s action game 






| MOBEUS DESIGNS’ 
Esoteria is determined to challenge 

most, if not all, of today’s action/adven- 
ture conventions. It is a third-person shooter 
that will attempt to emphasize smarts over 
strafing—bloodlust is rarely rewarded, while 
stealth and strategy are often the key to suc- 
cess. There are no separate levels, but instead 
one non-linear virtual world that can be 
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Non-linear gameplay lets Raven go where he likes 


explored in whatever direction the player 
prefers. And, in a move that is sure to make 
many purists scratch their heads in puzzle- 
ment, multi-player options place an emphasis 
on cooperation, not death-matching. 

The game is Mobeus’ first product, which 
may explain why the developers have been 
willing to turn so many conventions on their 
heads—number two tries harder. Esoteria 
(which was called Esoteria 3, after the fic- 
tional planet which serves as a setting, until 
people started asking whatever happened to 
the first two) chronicles the effort of Raven, a 
lithe cyborg, to penetrate an enemy city. 
Raven is armed with some big guns, like a 
gyrex cannon, a sniper’s rifle, and homing 
missiles, but his most effective weapons are 
considerably more subtle: cloaking technolo- 
gy, time bombs, and a delightful “robo-scram- 
bler,” which confuses enemy robots so badly 
that they turn on each other like a pack of 
wild dogs. 

Unlike Quake-style shooters, the goals in 


22 v. 5.0, Theocracy (a strategy game set in the Aztec Empire), U/traFighters (a futuristic flight 
simulator), and Malkari (a turn-based space strategy game)... Sierra Online scrambled its 
sports studios and created a new division. Sierra Sports consists of development studios 
Papyrus, Front Page Development (formerly known as Synergistics) and Dynamix. Sierra said the studios will continue to be associated with 
| their products to maintain heritage... Avalon Hill plotted its 1998 strategy. Titles scheduled 
to arrive this year include TacOps ‘98, Whistling Death (the Pacific theatre addition to the Over 
the Reich/Achtung Spitfire series), and Panzers East... The Professional Gamers’ Leaque held 


Dawn of War 
Grunt and Conquer 


‘@ LET’S SEE, WHERE TO 
go with the real-time strategy genre 

now? The future’s been done to death; 
Age of Empires pretty much covered the past. 
But wait, no one’s done the distant past. 
What about cave men? Enter a new Austin- 
_ based group called Illusion Machines to give 
the Cro-Magnons and Neanderthals their turn 
at bat. The result is Dawn of War, a some- 
what tongue-in-cheek title to be distributed 
by Virgin. 

Budding eugenicists should enjoy this 
title. Each caveman, err, caveperson is rated 
according to specific attributes, like 
strength, speed, and smarts. To grow your 
population, you have to assign a male and 
female to breeding mode, where their attrib- 
utes are averaged and modified to produce a 
new caveperson. Each of your cavefolk is 
assigned one of eight “modes”: for instance, 
Thinkers gaze into the campfire (your 
research “structure”) to advance your tech, 
Warriors clobber the other guys using the 
most advanced weapon you’ve developed, 
and Gatherers harvest wood and stone, 
dropping it into your carving hut, where 
Builders use it to make structures. The size 
of your population is limited by your avail- 
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able food resources: wheat fields, yak cor- 
rals, and beehives (which double as defen- 
sive structures). 

The game features three tribes, each with 
its own ten-mission campaign. The Cro- 
Magnons are smart guys who can build heavy 
weapons. The Neanderthals are strong brutes 
who can make stone golems, magic rocks (for 
use as grenades and mines), and Easter 





The interface has a primitive look with stone, 
animal skins, and sticks 


Island-esque idols that work as flame turrets. 
The Saurians are lizard men who can breed 
dinosaurs and resurrect the bones of the dead 








Cyborgs gather to attack 


Esoteria have little to do with wholesale 
slaughter (a skillful infiltrator, in fact, can 
navigate the game in its entirety without 
fighting a single enemy, although this is 
extremely difficult). Players spend their time 
running and climbing around futuristic cities, 
re-routing circuit breakers, sabotaging shields 
and generally trying to knock down Esoteria 
3’s defense systems so the good guys can con- 
duct an air strike. Look for a final version to 
hit shelves in June 1998; until then, keep 
playing Quake II but try to save a few brain 
cells for the thinking man’s action contest. 
—John Altman 

Esoteria * Bandai Digital Entertainment = 
Windows 95 
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Neanderthal shamans dance in an Earth Magic 
temple near their village 





to make zombie troops. 

Some of the tribes’ more fantastic abilities 
come from their assigned magic type: sky, 
earth, and death, each of which features a 
handful of common spells and about a half- 
dozen unique spells. In multiplayer games, a 
player can mix and match tribes and magics. 
Hostile environments abound, complete with 
frozen tundras, disease-causing swamps, flow- 
ing lava, erupting volcanoes, and rampaging 
dinosaurs. The Dawn of War breaks this sum- 
mer. —Tom Chick 

Dawn of War ¢ Virgin * Windows 95 
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Play DOMINION., with up to eight others online at. 
www.eidosgames.com with MPlayer technology. cu 
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Rise of the Shadowhand 


Dark Reign add-on promises shadowy deeds done dirt cheap 


SOMETIMES PUBLISH- 


4 ERS worry that adding an editor to their 

games will weaken sales of future add-on 
products, but they shouldn’t. It’s been proven 
that many gamers will buy the first “official” 
add-on no matter what, and it gives the pub- 
lisher some great material to work with, some- 
thing not lost on Activision — they are incorpo- 





Meet the new neighbors - the Shadowhand’s 
Reaper bion and their Fury Battletank 





rating winning material from their Dark Reign 
Mission and Map Building Contest into Rise of 
the Shadowhand, the first official add-on for 
Dark Reign. This material, though, is just a frac- 
tion of what they have planned for the add-on; 
expansions like these can include new game 
features far beyond user designed missions, 
which perhaps accounts for their popularity. 

Set in the same universe as the main game, 
Shadowhand places you in the role of either a 
Freedom Guard Commander or an Imperium 
Shadowhand Admiral. A mysterious new tech- 
nology has been discovered, the kind that can 
change the course of the war (go figure). The 
add-on revolves around the fight for this tech- 
nology, using over 12 new units and some 18 
new missions to let you fight through the story. 
Additional new features include cooperative 
multiplayer missions, the ability to design mul- 
tiplayer missions with the Construction Kit, 
and an updated ActivLink server that will allow 
up to eight players in a game. 

While there aren’t a lot of details yet, the 


its first championship tournament in late January. The finals were held at the Seattle 
GameWorks. Thresh (Dennis Fong) came from behind to take the Quake title while Deep Blue 
(David Magro) won the Red Alert title. In related news, Fong, considered to be the world’s top 
Quake player, signed a deal with Microsoft to endorse the Microsoft Mouse 2.0... 

Voodoo: The Official 3Dfx Interactive Magazine. The quarterly publication will provide official 
3Dfx news and information as well as hardware reviews. In realted news, 3Dfx also began 
shipping its next-generation Voodoo? chipset to hardware manufacuters... 


KKND 2 


Build your own Kombatants 


REAL-TIME STRATEGY 
* game development is a cutthroat 

business. To be a serious contender for 
the top spot, it is no longer enough to sim- 
ply provide all the standard functionality— 
you also need to introduce something new to 
the genre. 

Krush Kill ‘n Destroy (KKND) was a good 
example of a game that looked good from 
the graphics point of view but lacked some 
of the niceties we’d come to expect. Its 
developer hopes the sequel’s addition of 
some new and interesting features can bring 








Barrage Craft at work 
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it back into the spotlight. 

A new feature for KKND 2 is the 
ability to design and build your 
own units. A unit consists of a base 
and one or more armaments, with 
the base size determining the num- 
ber and type of armament, amount 
of damage, and cost. With this you 
can tailor your army to facilitate 
your game plan. 

The interface is the same as 
KKND but with more hot keys to 
enhance the functionality of the 
game. The number of teams 
has been increased from two 
to three. The new antago- 
nists are the Series 9 Robots, 
agricultural robots gone 
wrong. Another feature missing from the 
first KKND was decent fortifications. You 
had the usual guard towers but you 
could walk right past these if you were 
prepared to take the damage and then 
attack you opponent’s base. The new 
version adds walls and takes this one 
step further. They include electric gates, 
which allow the passage of your units 
but damage your opponent’s as they 
pass through. 
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Gants go after the seat of the new technology, 
the Shadowhand’s Nexus building 


new units sound interesting. Some will let play- 
ers modify the terrain in the game (build roads, 
flood other players, etc.). More intriguing are 
three new “creatures” with unpredictable Al; if 
you have a trainer, you can control them, but if 
you lose your trainer, they could turn on you 
(or an enemy trainer might steal them away). 
Sneaky, yes, but after all — you’re dealing with 
the Shadowhand now. —Scott Udell 
Rise of the Shadowhand ° Activision ° 

Windows 95 


entered the magazine business and launched 


One of the more annoying features of 
KKND was the multiplayer side; no Internet 
support and serial communications that 
required a degree in computers to use. In the 
new game, multiplayer has been completely 
rewritten. Internet play is supported and the 
serial communications are much easier. 

Overall the game appears to be an improve- 
ment over its predecessor and may be worth a 
look once it hits the shelves. -Greg Ingram 

KKND2 + Beam Software * Windows 95 
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FEATURES 


_° TALON™ Campaign System generates an unlimited 
Mad variety of true-to-life naval aviation missions and/or 
Caymentians, With enemies and allies all participating ina 
full-scale, dynersifeaiels 
¢ Point-and-click ?Naapexeo ckpit makes it a breeze to use the 
A-18E Super Horneteggmigiech avionics 


¢ DEMON terrain engine comNelpeppatellite imagery with 
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° Multiplayer options include cooperative missions as well 
as Deathmatch and Capture the Flag playayja modem or 
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in the nord. MI TANK Pastoh Il. 

e Everything here is hyper-real. The detailed cockpits, the thermal view, the 
trees, the forests and even the helicopters that intelligently hide behind hills. 
In fact, it’s as close as you can get to 70 different ground and air vehicles 


and their weapons systems without being classified. 


* You're in complete control of four M1A2 Abrams tanks in both the gunner 

and commander positions. Test your prowess in first-hand combat or 

command formations by issuing battle orders and setting waypoints from 
the ‘map view. 

e Command platoons in dynamic campaigns set in Iraq, North Africa, 
‘the Russian Far East and Central Europe. Every I SSOMMNM CAC OMA LAG 
dictated by your strategic mastery from previous missions. The good 
“news is-as platoons experience tough combat, they'll serve you better. 


. Faceoff against the enemy as you and your fellow tank commanders 
engage, in a _ multiplayer battle that vailt blow you away. 
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An innovative menu. 
system integrates — 
troop and resource - 
management for full 
control from within 
your anti-grav vehicle. 
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This devastating, 
long-range defensive 
unit is powered 

by the vulnerable 
Solar Array. 


Both are a resource. 


Gather Scrap for your 
unit-building Factories; 
build Barracks to add 


to your supply of pilots. 
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3-D radar displays 
your base location, 
unit placement, 
field of vision and 
enemy position. 


The Solar Array pro- 
vides power to your 
Factories, Gun Towers 


and other energy- 
Taltslarsii"is units. 


Configure a Grizzly, 
the key American 
tank, right on the 
battlefield. 


Send your Scavenger 
io ere) |(-{ei ma'z~] (61-18) (2 
Scrap. Gather from 
scrapfields or 
destroyed units on 
the battlefield. 





Spend resources 
to reconfigure your 
vehicle’s weaponry 
on-the-fly in the 
midst of battle. 







Nav Beacon Camera: 
Set up way-point 
navigation beacons 
along the battlezone to 
stage attacks or for 
surveillance purposes. 
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@ Multiplayer: 
Wage multiplayer 
battles in full Strategy 
mode over LAN, 


modem or Internet, or 
up to eight-player battles 
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Take Strategy to the Front Lines. 
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Get the Official Battlezone” Strategy Guide 
from BradyGames at Electronics Boutique. 


You are the high-level Commander making decisions from_your own war-ravaged 
tank. Lead your troops on a.mission to gain:control of a superior alien technology 
in the true space race against the Soviets... It’s all rade a command.» 


And it. pays to take command! Save $5. 00. on the purchase (o) im als Official 


Battlezone™ Strategy Guide by BradyGames at participating Electronics 
eee stores. The eau Battlezone ~~ Guide includes: 


@ > Exchisive step-by-step wall: throughs of all PAS) Battlezoné missions 


© Extensive multiplayer coverage — including strategy and trouble-shooting 


® Complete mission maps pinpointing enemy bases and valuable resources - 


a 
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Official Battlezone 
Strategy Guide 

by BradyGames 


at any participating | 
Electronics Boutique store. 


{ Official Stratec v feseite tS 





Limit 1 copy pertitle, per customer. No facsimiles or photo- 
copies of Coupon accepted. Not valid. with other discounts or 
promotions. Oné coupon per visit please. Quantities and title 
selection vary by store. Coupon value is 1/100th of $.01. See 
sales associate for complete details. Offer expires 4/30/98. 






Take Strategy to the Front Lines. 
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Vulture 
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Cougar 





Commando 


Firestarter 


Centurion 
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* OPTIONAL PAUSE TO GivE ORDERS ~ 
°° COMPLETE SCENARIO EDITOR 


° MULTIPLAYER CAPABILITY (LAN, MODEM, 
INTERNET) WITH ALLIANCE BUILDING’ 


SIMULTANEDUSLY VIEW MULTIPLE AREAS 
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® OPTIONAL TURN-BASED PLAY 
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Ssacs www.interplay.com | 2 
Questions? E-mail max2@interplay.com - - MEGHANIZED ASSAULT & EXPLORATION 


| (o} 1997 Interplay Productions. All rights reserved. MAX 2 Mechanized Assault & Exploration and Interplay are trademarks of Interplay Productions. All rights reserved. All other copyrights and trademarks are the property of their respective owners. 
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Jon Marcus, Glenn Doren, 

Chris Chapman. Steve Scott. Jordan Weisman. Mike Lee, 
Tom Peters. David Abzug.1 Lex Story. Duane Molitar, 

Tom Burlington.s Andy Glaister- UPPER MIDDLE: Rob 

Duane Decker, Todd Labonte, Tonya Lyle. 
Charles Oines., Jamie Marshall. Larry Mast, 

Tom Dowd. FRONT: Frank Savage, Ryan Andrews. Scott 
Jenssens.i Mitch Gittleman. Denny Thorley- NOT PRESENT: 
Tim Ryan. Erol Otus.i Joel Machak. Vic Bonilla. 
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you wish to capture a ‘Mech chassis and preserve specific parts of it). | 
This does not mean arcade action; instead, when you specify a target 
you hit a number on the keypad to indicate the area to aim for (<8> | 
for head, <4> for right arm, etc.) and let the pilots do the rest. 

Currently the team is working to achieve a balanced Al, one that, for 
the enemy ‘Mechs, offers you a challenge yet doesn’t, for your own 
‘Mechs, play the game for you. “We don’t want the Al fighting the bat- 
tle for you,” claims Savage. “If it does, what's the point? It’s a screen- 
saver. We had an Al that actually did that quite a while ago. It was 
amazing; you would essentially grab a bunch of guys, click on an 
objective, and you would wait. And it would invariable fight the battle 
far better than you ever could.... But invariably when you started 
messing with them they wouldn't do as well.” Gitelman adds, “Because 
we took it to that level, we’re able to have a wonderful infrastructure 
so that we can decide what level we want to put the game at....” 

Once you’re done playing against the Al it’s time to challenge your 
friends. When development on MechCommander started two-and-a- 
half years ago, they hadn't planned on multiplayer, but market pres- 
sures led to its inclusion and to the discovery that it’s actually a very 
good multiplayer game. Current plans call for two to six players split 
between the two sides (in multiplayer you can play the Clan, although 
you won't ever have Elementals); with two players each commands a 
full Company (three Lances or Stars, the Clan equivalent), while with 
six each controls a single Lance/Star. Modem and LAN play are 
planned, as is some form of Internet play (perhaps through one of the 
game services). The game will ship with separate multiplayer maps, 
although FASA Interactive isn’t certain how many there will be. 


Jagermech 


Masakari 














Finishing up and into the future 
When we saw the game in January it was still several months 
from its planned release. Despite the time left to the team, it 
was already quite far along and the core of gameplay was 
there. The team’s goals now are to finish the missions (focus- 
ing on the balance) and to clean up the movement and graph- 
ics routines; says Denny Thorley, the game’s executive produc- 
er, “Our challenge over the next three months is to sit there 
and go ‘Okay, how do we tune this, how do we balance it?’” 

While they have editor tools available, they’re not ready for 
public consumption. The team hopes to release the editors 
(map, scenario, and an Al editor, the advanced version of 
which will be almost the equivalent of QuakeC) in a future 
product; in the mean time, add-on maps and missions may be 
posted on the MechCommander web site (www.mechcomman- 
der.com). They've already got plans for future titles which may 
even include a move to full 3D (wherein you can get an out- 
the-window view from any of your ‘Mechs). 

But before that happens MechCommander has to ship. With 
the fervency the team members project, there’s little doubt 
that they think they have something special. They feel gamers 
will become very involved in their battles, essentially taking on 
the persona of the MechCommander instead of mechanically 
ordering tank rushes. In the end, Thorley says they’re looking 
to give the gamer a “sense of theater [and a] sense of drama’; 
we'll see if real-time strategy gamers are ready for it sometime 
this Spring. -Scott Udell 














‘Features. 








© Complete simulation of three of WWII's most famous medium © Over 80 unique battle areas with randomly generated battles for a 
tanks: the American Sherman, German Panther, and Russian 134/85. wide variety of fighting scenarios. 

~ Battle on the Western or Eastern fronts and play as either © Multiple difficulty and realism settings for novices and hard-core 
or defender. : sce simulation fans alike. 

* Command a single tank, a tank platoon, or take control ofanentie Multiplayer options for cooperative or competitive play via modem, 
force—including air support, artillery, infantry, rockets and more. local area network, or internet. 


# 3D accelerated to display outstanding 3D graphic polygons. 


P.0. Box 13491 + Research Triangle Park + NC 27709 
Visit www.imagicgames.com for more information 
or call toll free 1-800-789-1534 











everyone 
and their 
uncle is 
doing an 
F-22 sim, 
Andy Hollis’ 
Skunkworks is 
intent on sticking to 
reality with their new 
F-15 Eagle sim. “We are 
very much interested in 
the most sexy hi-tech air- 
craft that exist today,” 
Hollis explains. “We want to 
do things that are operational 
because we like having a com- 
bat legacy. It makes it a_ little 
more compelling; people have seen 
or heard about it in action. It also 
allows us to get real manuals on the real 
airplane and the way it really works.” 
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Avionics 
Hollis’ dedication to simulating real experi- 
ences has led to some of the most sophisti- 
cated recreations of military avionics; Jane’s F- 
15 is no exception. The sim works almost exclu- 
sively though the use of push buttons around 
the Multi Page Displays (MPDs) and the Up Front 
Console (UFC), all carefully modeled after the real 
thing. This is perhaps the first game to use realistical- 
ly the Up Front Console, which has generally been 
dead space in flight sim cockpits. This little panel, which 
sits front and center, is used to manage crucial systems: 
the LAW (low altitude warning), the TACAN (tactical aid to 
navigation), the IFF (identify friend or foe) system, the TF 
(terrain following) radar, the ILS (instrument landing system), 
the NAVFLIR (navigational forward-looking infra-red used for 
night vision through the HUD), the HUD controls, the various 
autopilot modes, fuel monitoring, and even the dashboard clock 
(which can toggle between local and Zulu time). Whereas other 
sims will often simply assign hotkeys for the above functions, F-15 
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Jane’s Combat Simulations « Windows 95 


duplicates the interface of a real F-15’s cockpit. “We have the manuals. 


| We have more than the manuals. We have it all. We've been there. 
_ We've all sat in the actual simulators. We have all kinds of tapes. It’s 


real,” Hollis rhapsodizes. 
The same attention has been given the MPDs, which are the keys to 


| operating the F-15 in combat. Although all the emphasis on fully 


interactive buttons might lead to a mouse intensive flight sim, this 


_ isn’t necessarily the case. “Just like Longbow 2 is very configurable, F- 


15 is even more so,” says Hollis, “You can use the configuration screen 


_ to assign push buttons to hot keys or to your fancy programmable 
| joystick with it’s gazillion buttons. Or the casual player can just do it 


with the mouse. We've tried to cover a wide-spectrum of player 


_ types this way.” 


MPDs are used to display the Horizontal Situation Indicator for nav- 
igation and management of sequence points (known as waypoints to 
civilians); Master Mode programming, which calls up a customizable 
configuration of MPDs; the Tactical Electronic Warfare System (TEWS), 


| which serves as an integrated Radar Warning System, chaff and flare 
_ dispenser, and jammer control; the Tactical Situation Display, which 
_ shows a moving map with a navigation overly; ordnance manage- 


ment; IR targeting; weapons video for Maverick seeker heads and GBU 


_ guidance; engine data; and, of course, the F-15’s radar systems. 


This title marks a welcome return to realistic radar management, a 


| feature long missing from most sims. Not only does it model distinct 


air-to-air (A/A) and air-to-ground (A/G) radar, but it also models the 
various modes for each type faithfully. “All the modes are there,” says 
Hollis, “All the manipulations are there, even the way the symbology 
works. The guy who did it came out of the defense industry and he 
used to do this kind of thing for the government.” The A/A radar fea- 


_ tures eight modes, each oriented towards picking out different tar- 

_ gets based on their closing velocity and radar cross section. Azimuth, 
_ elevation, and range settings are available within each mode. In addi- 
_ tion to these, there are four acquisition modes, overlays that dictate 


how a target is selected and locked up. The A/G radar model is just as 
robust, allowing the construction of detailed “patch maps’ for pin- 
point targeting. 


| Flight model 


This dedication to realism is also evident in the flight model. Simmers 


_ who've gotten accustomed to the latest hypothetical aircraft sims will 


immediately notice the difference. The F-15 isn’t a fly-by-wire aircraft 


_ with a rocket booster for an engine; if you bleed off too much energy, 
_ it'll get mushy, especially with a full complement of weaponry. As it 

_ loses lift, the controls also lose authority: you can bat the joystick 

| around once you've stalled and you'll get no response until you 







































































increase the airflow over your wings. Skunkworks has built their 
flight model using official military databases, tweaking it and testing 
it with real Eagle pilots until it matches the performance of the actu- 
al aircraft. Since so much of the necessary information is declassified, 
there hasn’t been any guesswork involved. “We know. We do not 
suppose or approximate,” Hollis has said. 

The spread of ordnance available for the F-15E is almost mind- 
boggling. The standard AIM-9 Sidewinders (three variants) and AIM- 
120 AMRAAMsS are available, as well as AIM-7 Sparrows (two vari- 
ants), which require that the pilot maintain a radar lock until the mis- 
sile reaches its target. Air-to-ground ordnance consists of cluster 
bombs, drag bombs for low level attacks, smart bombs, and, of 
course, iron freefall bombs, complete with loft bombing delivery for 
those of us nostalgic for Dl's Tornado. Although there are two 
Maverick variants, stand-off weapons seem conspicuously absent, 
particularly the AGM-88 HARM, a crucial anti-SAM weapon: “It’s not 
there for good reason: they're not operational on F-15Es. A lot of 
people think they are, but they aren't; we have it on very good 
authority that’s not the case.” 

Lest all this realism and detail scare away less serious pilots 
who've gotten sick of the latest F-22 sim, F-15 can be scaled down to 
fly with the simplest of them. In addition to fully configurable flight 
model, weapon effectiveness, and enemy Al parameters, the avionics 
can be simplified. A “change weapon” button will automatically 
switch to a new master mode, setting up all the MPDs so the 
weapon is ready to fire. The TEWS can become a God’s-eye tactical 
view of the battlefield and the radar will revert to an all-purpose 
streamlined sensor. 


Multiplayer and campaigns 

Even before its release, F-15 has already been criticized for it’s limit- 
ed multiplayer action and its supposedly canned missions. Anyone 
who remembers flying cooperative multiplayer missions in F-75 
Strike Eagle III will be disappointed to hear that the only options for 
multiple players is head-to-head air combat. But Hollis is anxious to 
explain what it does do rather than what it doesn’t do: “You can 
leave and join at any time, you can set up teams of players however 
you want, it'll go up to eight players across any of the connection 
methods and it’s very very efficient because it is only head-to-head. 
It doesn’t crash or unsync a lot, and warping is almost non-existent. 
The entire electronic environment is maintained: what's coming up 
on your TEWS is the right information relative to what the other guys 
are emitting; we’re not just keeping track of simple missile and plane 
positions, we’re keeping track of the entire electronic world. Keeping 
in our tradition, we’ve chosen to do right what we've chosen to do.” 





As for the allegations of canned missions, they are at once true 
and untrue. Although F-15 doesn’t have Longbow 2's brilliant fully 
dynamic campaign, neither does it have Longbow 1's canned mis- 
sions. “Our goal was to come up with a compelling situation that 
doesn’t play out the same way every time. But at the same time 
doesn't have some of the downsides of the fully dynamic system, in 
that it will have missions lovingly handcrafted by humans who can 
put in all those subtleties that a computer just can’t do.” 

Campaigns consist of mission shells (put together using the same 
mission builder that ships with the game, a robust editor in the same 
league as SSI’s Su-27 and Graphic Simulation’s F/A-78 Hornet: Korea). 
Hollis describes shells as “variable configurations” of where the ene- 
mies are, how many there are, where your targets are located, and so 
on. And for each spot in the campaign’s branching structure, there 
are multiple shells. The progression of shells in an ongoing cam- 
paign can be determined by any number of factors: things that hap- 
pened last mission, things that happened several missions ago, or 
even an accumulation of factors. There’s continuity between mis- 
sions, too: targets stay destroyed over time, damaged units can be 
repaired, and limited ordnance, aircraft, and pilots can run out. 

The Desert Storm campaign, a recreation of the 1990 action in Iraq, 
is the smaller of the game’s two campaigns. The Iran campaign, sup- 
posing a conflict in 2002, is much more ambitious: “It consists of a 
number of phases,” Hollis explains, “When you play a single instance 
of the campaign, you'll only play through a certain number of those 
phases, which is maybe a third of the total number in there. They can 
be combined in different ways, such that one affects another as to 
whether you go through a phase first or second or whenever.” 

The 3Dfx supported graphics are, of course, as impressive as 
Longbow 2, but in a more epic way. Since the F-15 doesn't live down 
in the weeds, there are more sweeping panoramas: cities glittering 
at night, desert sunsets, and wispy cloud cover. Look for the same 
spectacular smoke and lighting effects. Considering the vast size of 
an F-15’s operational range (extended by in-flight refuelling), the 
level of activity and detail is surprising. During one mission, one of 
my wingmen was shot down. He radioed for help and bailed out as 
his F-15 augured in and sent up a plume of smoke. Shortly there- 
after, | started hearing radio reports from an SAR (search and rescue) 
helicopter. Out of curiosity, | circled back and watched a slow-mov- 
ing, low radar contact move in from my base. The helicopter eventu- 
ally landed near the wreckage, loitered for a moment, and then 
reported a successful rescue before returning to base. In the cam- 
paign, this would have led to a lost airframe, but preserved pilots. 
Detail and spectacle all in one package. And a 360 page wire-bound 
manual, to boot. Ah, the sweet smell of Skunkworks. —Tom Chick 
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High Resolution Terrain 





It happens in a heartbeat. 


You're commanding an AWACS aircraft through 2.5 coed 
million square miles of astonishingly detailed 
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and bogeys in your own F-22 Air Dominance Fighter. 





AIR DOMINANCE FIGHTER 


But it only happens with DID's F-22 Air Dominance 
Fighter, the flight simulation Denny Atkin of 
Computer Gaming World calls, "the most advanced 
F-22 sim out there." 


Believe it. DID's F-22 Air Dominance Fighter is 
loaded with features you won't find anywhere else. 





So strap in and prepare to lead, fight, or get out | ; = ; | 94 page 
of the way. It's your choice, but make it now. wi 
There's a war to win... 


DID F-22 ADF™ and © 1998 Digital Image Design and Ocean of America,Inc. Ocean is a registered trademark 
of Ocean Software Limited. Alll rights reserved. Alll other trademarks are the property of their respective owners. 
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Over the Net 


That's it, Alice, to the moon! 


he online gaming industry needs the 
equivalent of a punch in the face. But 


wait! Before you get all excited, it’s not 


for them. Nope...instead, the industry needs 
the ability to give you that punch, and it’s 
gonna need to hurt. 

But why? Simple—it’s to make an online 
user accountable for his or her actions. 


Currently, a user's online actions have no 


real-world effect or consequence. Because of 


this, a gamer can go ahead and be an 
annoyance to other players (for example, 
Pkilling in games where Pkilling isn’t 
allowed) and not have the slightest worry of 
it ever coming back to haunt them. 

The advantage of this is that it 
allows players to play different charac- 
ters or roles than they might live in the 
real world; in some cases it also allows 
for greater freedom of expression. The 
disadvantage, of course, is that it 
allows immature players to harass or other- 
wise annoy people in ways that usually 
wouldn't be tolerated in “reality.” 

For example, let’s take a hypothetical situ- 
ation that could happen to you. You're walk- 
ing down the street in your town, happily 
minding your own business. Suddenly 
somebody walks up, introduces themself 
with some sort of foul name, and then starts 
pacing you...step after step after step. You 
ignore them. This person continues talking 
to you, even though you've made it clear 
that you don’t wish their presence. You 
ignore them some more, or perhaps you 
even politely ask them to go away. Nothing 
works, and after a few more minutes the 
confrontation escalates, and they begin to 
insult you. Perhaps they spit on you, or even 
physically accost you. 

Now, the situation described above does- 
n't happen too often, simply because most 
people would recognize the threat of real, 
tangible damage to themselves should they 
do these sorts of actions. However, that's 
not the case with many online games where 
this sort of thing happens all the time, and 
that’s where the punch in the face comes in. 
In the aforementioned example, if the situa- 
tion became intolerable, you would have 
the option of decking the guy (although | 
should note that I’m not advocating hunting 
down your online enemies in the real world 
and whaling upon them—l’m simply point- 
ing out that a potential threat exists to your 
harasser). However, when you're in the 
online world, you're at the mercy of this 
person until the online service you're using 
acts on your behalf in some manner. 
Unfortunately, that doesn’t seem to hap- 
pen as often as is needed. 

Again, | should stress that I’m also not 


Ver 


Electronic Credentials for the Internet 





clocowtsae from to 


advocating that TEN and 
Mplayer go out and arm 
big guys named Vinnie 
with clubs to visit way- 
ward members. However, 
| do think a reasonably 
consistent infrastructure needs to be put in 
place to deal with troublemakers. I’m quite 
aware that this problem cannot be solved 
perfectly with today’s technology; however, 
there are some things we can do. 

First and foremost, these online services 
need to have clearly detailed Terms Of 
Service (TOS) that explain how and why a 
user might be expelled or banished. The TOS 
need to give users several strikes before 
they're out, and by strike three, the Terms 
need to have given the service a chance to 
ascertain that this person is truly is a prob- 
lem, and hasn't been set up for a fall by 
someone else. 

To be fair, many of the online services do 
already have some sort of written TOS in 
place. Unfortunately, there are a few reasons 
that cause them to be reluctant to punt peo- 
ple. The first is that they don’t want to 
remove marginal players until absolutely 
necessary. Every month those players spend 
online is additional revenue (either from fees 
or enhanced ad-selling capability), and at 
this point the services need every penny 
they can get. The second, and larger, prob- 
lem is that there is currently no way to guar- 
antee that a problem player won't come 
back. Sure, the services can (and do) block 
credit card numbers, but we all know how 
easy it is to get new cards. Beyond that, 
there’s nothing to keep a booted user from 
moving to another service and using the 
same card. 

That leads us to a second step—the online 


services need to share information about 
users that have been banned with the other 
services. Currently they don’t because it’s a) a 
costly pain to set up technically, and b) ina 
weird way, a competitive advantage to not 
have jerks on their service but harassing 
users On a competitor's service. However, 
there is another step that can be taken to 
further limit the true troublemakers. 

The final, most important, and sadly, most 
difficult thing the online services need to 
push for is the standardization and use of 
digital IDs. These IDs are important for one 
simple reason: they allow a service to accu- 
rately identify a person as a single identity— 
multiple credit cards notwithstanding. Note 
that I’m not looking for a big brother sort of 
thing here—I could care less about seeing 
any information about you. I’m just looking 
for the ability for a service to check whether 
User X and User Y are the same person or 
not. Once that base functionality is in place, 
you finally have the ability to deliver a real- 
world consequence (i.e., banishment) to an 
online user—the punch in the face, if you 
will. Just as you could be sure that you were 
hitting the right person in the real world 
(since they’d just done their actions to you), 
the service could also be sure that they had 
the right real-world person related to a par- 
ticular online identity. And that would clean 
up the jerks for all of us. 

Think of it—accountability for your online 
actions...has the time come? —André 
Vrignaud (overthenet@cdmag.com) 
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AIR WARRIOR‘ II ALIENS “ONLINE 


JACK NICKLAUS® CLASSIC CARDS“ 
ONLINE GOLF TOUR 


MULTIPLAYER BATTLETECH® —= LEGENDS OF KESMAI 


ONLINE CASINO” 
STARSHIP TROOPERS” HARPOON ™ ONLINE CATCHWORD ” 
ONLINE 


Aliens is a trademark of Fox Inc. and used under license. CatchWord is a trademark of Discovery Communications, Inc. and used under license. BattleTech is a registered trademark of FASA Corporation and used under license. Harpoon Online is a trademark of Larry Bond and Chris 
Carlson and used under license. Online Casino and Classic Cards are trademarks of Masque Publishing and used under license. Starship Troopers is a trademark of Columbia Tri-star Inc. and used under license. Jack Nicklaus is a registered trademark of Golden Bear International used 
under license to Accolade Inc. Air Warrior, GameStorm and Legends of Kesmai are trademarks of Kesmai Corporation. © 1997 Kesmai Corporation. All rights reserved. 













Forget the box. 


Forget limits. 


~ Massive. Random. Forever changing. 
Populated by thousands. 


Real people. Real battles. Real adventures. 


This is the great unknown. 








This is GameStorm. 






5 a month—all games 


first month free unlimited play GAME TORM. 


wWw.gamestorm.com 











NASCAR Racing Online Series 


Bonehead low... BONEHEAD LOW!!! 


ou are the second car in a draft at 
Y aiecese blazing through turn two 

at nearly 195 mph. Ahead of you is 
SpeedMan in car #23, and after watching 
him follow his line for the past three laps 
you feel you are ready to make your move. 
Coming out of turn two you hug the apron 
and slingshot past SpeedMan to take the 
lead. A rush of adrenaline hits you like a 
wave as you realize that you are going to 
take this race... and then disaster strikes. 
MistrKEWL in car #30, nearly ten laps down 
and driving as though he did a bit too 
much partying in the pits, tries to pass you 
on the grass in turn three. Spinning out of 
control, MistrKEWL sends you and the rest 
of the leading pack into the wall and out of 
the race. 

This may not be the sort of action you 
would expect to see in a Winston Cup 
series event, but it is not an entirely unusu- 
al occurrence in the NASCAR Racing Online 
Series (or NROS, for short). Hosted by the 
Total Entertainment Network, NROS is the 
official multiplayer service for Sierra’s 
NASCAR Racing 2. For a monthly fee, play- 
ers can meet up in a variety of chat rooms 
and race head-to-head on any of the 
game's 16 tracks (support for the Grand 
National Series Expansion tracks is planned 
for some future date). 

The option to race against human oppo- 
nents seems like a no-brainer in any racing 
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Players can set the skill level of the game and, 
more importantly, set a password to protect it 


RTIN 5 SECS 
Wi 2 Seconds 


Fidel: 22.0 


Mileage: 3.50 
Projlaps: 77 
Gas tofinish: 22 


All right, so it isn’t exactly the pole position... 
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sim, but strangely enough it is also the 
source of NROS’s biggest flaw. Unlike a 
real NASCAR race, an NROS event often 
includes drivers of wildly varying levels 
of ability. A single player trying to push 
beyond his or her skill level can ruin a 
race for ten clean drivers, and some of 
the more anti-social players occasionally 
cause incidents just for laughs. This kind 
of behavior infects all online games to 
an extent, but in a game that features 
lengthy events and requires precise 
control, it tends to be even more dis- 
ruptive than usual. 

NROS does feature a system of skill 
levels to help deal with this problem. Players 
are given a rating between 0 and 15 based 
on weighted scores from their most recent 
ten events on any given track. “Finishing 
points” are awarded based on the player 
performance versus competitor skill level. To 
encourage Clean racing, “incident points” 
are deducted from the player's finishing 
points at the end of the race. It sounds sim- 
ple, but inherent to the system are a few 
flaws that tend to throw the results off in a 
number of situations. One problem is that 
the game has no way of determining which 
player was the cause of any given incident. 
The logic behind this is that while all drivers 
are involved in incidents at one time or 
another, the good drivers will be involved in 
fewer of them. The reality is closer to the 
example at the beginning of this article. To 
make things worse, the penalty assigned for 
being involved in an incident is proportional 
to your overall skill level, so the drivers who 
were least likely to have caused the incident 
receive the highest penalties. 

Problems such as the inaccurate skill rank- 
ing system might have had a more damag- 
ing effect on NROS if it were not for the 
efforts of the more serious players. Even 
before the service went public, players were 
forming their own “user series” and running 
scheduled tournament races. Some of these 
unofficial leagues eschew the flawed skill 
ranking system and place players into divi- 
sions based on actual monitored perfor- 
mance, eliminating the frustration of playing 
with players whose skills are far above (or 
below) your own. Clean racing is the order 
of the day in almost all of the leagues, and 
the game provides a password protection 
feature to keep uninvited party crashers 
from ruining events. 

Whether you join a league or find your 
own private group to race with, NROS really 
shines when you drive with a group of seri- 
ous players. The knowledge that another per- 
son is behind the virtual wheel of the car next 
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Being forced to pit early is really, uhm... the pits 


to you adds a lot of excitement to the game, 
and it is difficult to go back to single-player 
racing once you have tasted the thrill of real 
competition. Future plans for an officially 
sanctioned series (with support from the real 
NASCAR) have yet to be finalized as of this 
writing. If it brings a few more improvements 
to the game, NROS could be headed for 
Victory Lane... —Benjamin E. Sones 





NASCAR Racing Online Series 

TEN * www.nros.com * Requirements: 
NASCAR Racing 2+ Multiplayer: 2-44 players, 
Internet 





Meridian 59: Revelation 


Giving sight to the mostly imaginary world of MUSH.’s 


|. Meridian 59 --- Ko'catan. the Island Settlement 


Game Qplioris Spells Actions Help 


from tells you, " This game blows! Leave now, give it bad ratings!" 

GuideFox tells you, "2 min plesae" 

‘ou tell GuideFox, “no prob <g>" 

elstrom tells you, “ Im kidding its cool man, just lois of faults..." 

ou tell Maelstrom, “find a game today that does *not* have any faults. <G>" 
GuideF ox tells you, "that was fast what kind of connection do u have" 
fYou tell GuideFox, "ISDN" 

? | tell guidefox ISDN 


fs 





This is just a sample of the beautiful architecture found in Ko’catan 


major factor that can have a serious 
A impact on how well a game plays is 

the perspective of the person play- 
ing it. Meridian 59: Revelation is a prime 
example of a game that can be either good 
or bad, depending on the player's perspec- 
tive. If it is judged against contemporary 
games, graphically it falls short of the mark, 
lacking a true 3D engine like that found in 
Quake. Also, the blockiness of the graphics 
stands out almost immediately; the textures 
are pixelated, and get worse the closer the 
player gets to objects. With the cutting edge 
graphics that are showing up in games 
today, it seems that Meridian 59 is doomed 
from the start—or is it? For Meridian 59 to be 
fairly judged, it should be looked at it for 
what it is, a graphical MUSH. 

A MUSH is a multi-user shared habitation, 
or multi-user shared hallucination depend- 
ing on whom you ask. It’s a multi-player 
game that is more socially oriented than 
combat oriented. Reviewed as a MUSH, 
Meridian 59 does well indeed. The average 
MUSH offers a text based, chatroom style 
interface, while Meridian 59 offers an over- 
head map, a graphical inventory, drop down 
menus, and a first person perspective. Thus 
viewed, instead of being outdated, the 
graphics are a huge leap ahead of other 
games of that genre. However, a pretty 
interface doth not a good game make. The 
gameplay and the people in it are what 
make the game. 

The world of the game, an expansion of 
the original version, offers a wealth of areas 
to explore, including a new continent 
(intended for more experienced players); 
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there are many people to talk to, and quests 
to undertake. There is a rivalry among the 
royalty, and players can choose which fac- 
tions to align with. Of course, there are also 
plenty of creatures to fight. Combat can be 
magical, mundane or a combination of the 
two. Magical spells can be cast by choosing 
the spell from the menu, double-clicking on 
the spell in the spell list, or by typing “cast 
[spell name]” at the prompt. Once the spell 
is cast, the appropriate amount of mana and 
reagents are deducted. If your character 
doesn’t have enough of either, the spell will 
fail. Melee attacks are handled by maneuver- 
ing so the creature is within range of your 
character's weapon, and pressing the attack 
key. How often your character attacks, is 
determined by his current fatigue level. A 
good tactic is to step in and attack, then 
step back to deny the creature a chance to 
swing back. Combat is resolved when the 
creature dies, your character dies or if either 
flees. It's a good idea to play with a group of 
people. In order to advance, the gamer 
needs to attack creatures tougher then their 
character. There’s no experience for beating 
easy creatures. 

The majority of the people in the game 
seem to go out of their way to be helpful. 
Some will stop and offer some equipment for 
newbies to get started with, while others will 
help in combat. While fighting a spider, for 
instance, this reviewer was hurting. All of a 
sudden, another player provided healing, 
providing enough of a boost to vanquish the 
spider. Though not everyone playing the 
game is a Good Samaritan, there are options 
to help the gamer deal with the malcontents. 


|) Meridian 59 --- The Vale of Sorrows 


atternpting to meld with it can be dealy" 
‘ou tell GuideFox, “ There is some race architecture here." H remove curse 22% 

GuideFox says, “which is either good ... or bad and if your person does not agree with it 

attempting to meld with it can be deadly” 

GuideF ox tells you, "There are soo many things to do expecially with the revelations add 
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A GuideFox tells you, "U can never “beat” the game but you can master it :o)" 
ou tell GuideFox, " You could literally spend ¢ life here. <g>" 


tell GuideFox ~b You could literally spend a life here. <g> 


Here’s the interface with the small graphic screen option 


If someone is being annoying, the player has 
the option to “ignore” that person. Also, to 
help new players get their bearings, they are 
protected from being attacked by other play- 
er characters until they have gained a few 
levels. There is also an option to show indi- 
vidual names above the player characters. 
The names are color coded to help identify 
friend from foe. Be careful around anyone 
with an orange or red name, those colors are 
used to indicate player killers. 

Meridian 59 offers many ways to enhance 
the social aspects of the role-playing experi- 
ence. There are animations built in that 
allow the player's character to dance, wave 
and point. There are different facial expres- 
sions showing whether the player's charac- 
ter is happy, sad, or neutral. There is also a 
good selection of clothing in a variety of col- 
ors to choose from. > 

Any gamer looking for an easy way to 
spend an hour or two gaming online with 
friends should look elsewhere. Those with 
the time to spend nurturing a character and 
who are interested in role-playing in a world 
full of dangerous creatures, royalty, magic 
and intrigue, should give Meridian 59: 
Revelation a look. This refinement and 
expansion of the original keeps the good, 
and adds nothing bad. -Chris Harding 
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Meridian 59: Revelation 

3D0 + www.3do.com/meridian 
Requirements: Windows 95, 60MHz Pentium 
or higher, 16MB of RAM, 2X CD-ROM + 
Multiplayer: Internet 
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You are in command of Zulu Company of the 1st 
Davion Guards. On the planet below, twelve MechWarriors® 
await your orders, each voice a reminder of what’s at stake. 

Each decision you make, each parry and feint, bears 


consequence. You hesitate and the recruit you 


nurtured into an experienced MechWarrior is ey 
lost. His death is a stunning blow. The calls for 
backup, the missile impacts, the ammo bay 
explosion, and the scream as the pilot ejects. 
_ All play loud and clear. 
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TAKE THE GALAXY BY FORCE. 


Conquer the galaxy through military action, diplomacy or covert ol ole-\ilelat-2 

With Star Wars Rebellion, those are just a few of the ways to implement strategy 

and tactics on a grand scale — with control of the Star Wars galaxy as the prize. 
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a Earn the loyalty (or resentment) of some 200 planets. Play in real. mI DB play 
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® TM & © 1997 Lucasfilm, Ltd. All rights reserved. Used under authorization. 
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All for one, one for all 


ike Hollywood, the computer gaming 
i business is no stranger to spin-offs. 


These are games that owe their exis- 
tence to the success of earlier efforts, and 
which reprise various aspects of their prog- 
enitors in new or at least different surround- 
ings. The Ultima Underworld games were, 
well, Ultima spin-offs; SimCopter and Streets 
of SimCity grew out of SimCity’s popularity. 
Now, after a hard ride on the sequel horse, 
Westwood Studios has jumped into the 
spin-off saddle with Command & Conquer: 
Sole Survivor Online. 

Like any good spin-off, Sole Survivor bor- 
rows the general milieu of its fore-fathers, in 
this case the world of the real-time strategy 
game that made Westwood famous, 
Command & Conquer. In Sole Survivor, you 
control exactly one unit, drawn from a col- 
lection of C&C favorites: minigunners, hum- 
mers, tanks, rocket-launchers, recon bikes, 
and of course dinosaurs. Using a very simple 
point and click interface, players maneuver 
their unit around maps of various terrain 
types, collect power-ups, and attempt to kill 
the enemy. The enemy can be computer- 


Sole Survivor 
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controlled, human, or a mix, but the Al 
drones are best used for practice and liven- 
ing up online matches. The emphasis here is 
definitely on Internet play, which is straight- 
forward and effective using Westwood Chat, 
the company’s free Internet game connect- 
ing service. 

As agame, it’s better than you might 
expect. There’s nothing earth-shaking here, 
simply a well-executed multiplayer imple- 
mentation of a simple action-oriented game 
structure. Like Diablo, only not as deep or 
colorful; like SubSpace, only not quite as 
immersive. Is it great? Not exactly. But it is 


A cornucopia of power-ups 


Wow, look at all the choices...dinosaur battle, 
anyone? 





worth a look. Westwood has its Chat service 

down pat, and the interface and ease of use 
of the online elements of So/e Survivor are 
definite plusses. Team play can be great fun, 
and even deathmatches are fine for a quick 
shoot ‘em up fix. It’s about as close to real 
Command & Conquer as Go Fish is to Bridge, 
but hey, sometimes Fish is fun. —Robert Mayer 





Command & Conquer: Sole Surivor 
Westwood Studios * www.westwood.com « 
Requirements: Windows 95, 9OMHz Pentium 
or higher, 16MB RAM, 2X CDROM + 
Multiplayer: 2-50 players, Internet 





SubSpace 


All the fun, half the fat 


emember Asteroids? If you're old 
ne enough, you probably spent more than 

a few quarters dodging rocks and dis- 
covering the joys of velocity vectors with this 
classic arcade game. Remember shooting at 
those irritating little UFOs that would occa- 
sionally appear? Well, now Virgin gives you 
the chance to zoom about in space once 
more, shooting not at rocks and flying saucers 
but at spaceships just like yours, flown by 
other humans. Welcome to SubSpace, Virgin's 
Internet game that takes the Asteroids idea 
and whomps it with a dose of steroids. 

A simple game with a simple price ($29.95 
retail), SubSpace manages to deliver more 
than expected. There is a jewel-box manual, 
and a full-size strategy guide as well. 
Internet play is free (though Virgin does pro- 
vide numerous disclaimers disavowing any 
obligation to keep SubSpace servers up and 
running). There’s an off-line practice mode, 
but the only real gaming is online. The 
graphics are simple yet colorful, with funky 
smoke trails from rocket engines and nifty 
explosions as well as nicely designed space 
ships. Designed for keyboard play, controls 
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are simple and effec- 
tive. And it will run 
on just any Pentium 
(though a 90MHz 
Pentium is recom- 
mended). 

The strengths of 
SubSpace, though, 
are also its weak- 
nesses. On the up 
side, it's a great 
Asteroids clone. On 
the down side, it’s 
still just an Asteroids 
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clone, albeit with 

lots of people and friendlier rocks. What's 
great about this game, though, is its ability 
to combine simple mechanics with fairly 
complex strategies and tactics. While it 
won't give chess a run for its money, 
SubSpace can be much more than a mere 
twitch game. With six different ships, the 
ability to attach oneself onto other ships as a 
turret, and numerous game styles (capture 
the flag, deathmatch, teams), there is a sur- 
prising amount of depth to the game. Add 


to that the ability to set up additional 
SubSpace servers, and this becomes a good 
deal for thirty bucks. -Robert Mayer 





SubSpace 

Virgin Interactive Entertainment, Inc. * sub- 
space.vie.com * Requirements: Windows 95, 
60MHz Pentium or higher, 12MB RAM, 2X 
CD-ROM =: Multiplayer: Internet 
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TAKE YOU OUT 
OF THE TUNNELS 
AND INTO THE 
VAST WONDERS OF 


SPACE. 





Command Post 





Wargamer, wargamer, make me a wargame 





ike the weather, everyone complains — of the tools you need to assemble the calculator, it does not provide tools for Al, 

about the state of computer warand components of a computer game: maps, movement routines, or other things com- 

strategy game design, but few ever units, even playing cards if your design puter games normally have over board 
do anything about it. In part, that’s under- would use them. Aside from a fairly simple games—these things are left to the 
standable, as the construction/develop- hidden unit function and a line-of-sight gamers—but that means you have the 


ment phase of a computer game 
is at least as hard, if not harder, 
than its design phase (although 
the design phase is critical). This 
is one reason we see—still—a 
wider variety of board wargames; 
it’s much easier for someone with 
some page layout software (or 
even a pen, ruler, and paper) to 
whip out a wargame design than 
it is for someone to do the same 
on a computer. Good design is 
still a problem—this ease of pro- 
duction means it’s easy to pump 
out a really bad game, but at 
least you can give it ago. On the 
computer side we've had some 
wargame “construction sets” 
(including both the series of that 
name by SSI and some with simi- 
lar functions), but those still tend 
to limit creativity because you get 
little or no control over your 
game’s mechanics—just the 
graphics and scenario design. 

But budding computer war 
and strategy game designers (of, 
at least, the “classic” style—turn- 
based on a square or hex grid 
map) may get their chance with a 
new tool from HPS called Aide de 
Camp 2.0 (see sidebar). While 
ostensibly a utility for creating 
electronic game sets for board 
games (to facilitate play-by-e- 
mail), ADC 2, even more than the 
original Aide de Camp, tantalizes 
with its potential... potential to 
give gamers a chance to try their 
hand at design. It gives you many 








Normal Mode (German) Game Ardennes 





One of the sample game sets is for The Gamers’ Ardennes game; 


note the scanned unit counters 


flexibility to try out your own 
design ideas. 

But if the program can’t pro- 
vide all the mechanics of play 
(especially an Al opponent), 
why not just use regular design 
tools (even pen and paper)? 
Well, convenience is one thing; 
if you use other computer 
graphics/layout tools you'll 
spend a whole chunk of change 
getting more power than you 
need, and they won't be orient- 
ed towards creating game com- 
ponents (maps and pieces). And 
if you create a paper-based 
design you'll still need to get 
the people together to help you 
test it (solitaire play can only go 
so far)... and how easy is it to 
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send it out to remote testers, 
4 but then you’d need a tool to 
facilitate e-mail testing... a tool 
like ADC 2 itself. 

So, junior designer, here’s 
your chance. Even if you eventu- 
| ally want to move the design 
into a full-fledged computer 
game with all the bells and whis- 
tles, ADC 2 will let you test your 
idea to see if it’s workable (and 
fun) in the first place. If you've 
got a game design idea—and it 
doesn't have to be a wargame; it 
could just as easily be a sci-fi 
strategy game or even a Magic- 
like card game—you now don’t 
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This sample game set uses a scanned-in map of the National have a reason for not giving it a 


Training Center at Fort Irwin, CA 


try. -Scott Udell 


AN INITIAL LOOK AT AIDE DE CAMP 2.0 





e irst things first: Aide de Camp 2.0 is not a game in-and-of- 
itself, but is a tool for playing games. While the package 
does come with several sample game sets, you still need the 
actual games to play (for the rules and charts if nothing else). 
Also, if a set hasn't been created yet for your favorite game, or 
you wish to try out your own design, be prepared to roll up 
your sleeves, as ADC 2.0 is a complex tool (something not 
helped by a fairly brief, online-only manual). 

But what possibilities the tool presents to gamers! Gone is the 
clunky DOS interface; while the new Windows interface may not be 
a paragon of design, it's far ahead of that in earlier HPS products. 


COMPUTER GAMES 


Support for up to 24-bit color and scanned images (for maps or 
counters) will, if you're willing to put the time into them, make for 
some great looking game sets. Be warned, however: graphics flash 
will take plenty of memory space, so don’t expect to do a beauty in 
8 megs. Also, in the week or so I've had to look at the product, | 
haven't figured out how to match ADC 2’s hex grid to that of a 
scanned map; you may have to build hex-by-hex for best results. 

It’s going to take a while, but | plan to spend some time over 
the next few months building a couple of game sets to see just 
what kinds of results | can get from ADC 2. We'll let you know 
more as things progress. —Scott Udell 
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“INNOVATION AT LAST 
HITS THE REAL-TIME 
STRATEGY GENRE.” 


~ COMPUTER GAMES STRAT. PLUS 
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Addictive Multiplayer Caruage 
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tebe top of worldwide rankin eC ReRates 
' go cr fe hein ' ; play solo or in teams. Epic 16-player bloodbaths 
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broken swords anil bent ar ar the ground, and the blood of your 
enemies lies in pools at your feet. A world of harsh | 
rain and breathtaking landscapes, where rivers gayi) & 
reflect the haggard faces of soldiers and hide the : 
rotten corpses of the undead. A world you can expe- ra 
rience from any point of view. Welcome to Myth: The Fallen = : 3 J 
Lords, a world where terrifying myths have become reality. ~ And an Engaging Story! 
: i Mot and characters come alive through 
Check out tits game that earned CGW’s “CG Choice,” PC Games’ “A narration and animate@@hps Battle betraval Jc 
List,” and Strat. Plus’ “Stamp of Approval” at www.bungie.com or call ees os ieee sortie ene 
800 295-0060 yours now! ravaged and despairing world 


Available for Windc ows” 95 and Mac’ OS 
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War Wind II: Human Onslaught 


A second wind isn't always what it's cracked up to be 





The transportation event slings humans to Yavaun 


here seem to be two huge fads in the 
T strategy gaming industry right now. 

One is (of course) the real-time strate- 
gy game trend, and the other is the compul- 
sion to revisit old favorites with a sequel. 
War Wind II is both of these. For those who 
need a little refresher, the first War Wind 
took the best elements of Blizzard’s Warcraft 
[| and mixed them in with a few original 
ideas of its own. It managed to create some- 
thing with more depth and attention to 
detail than other offerings at that time. 
Unfortunately, it lacked the flair of Blizzard's 
game, and the races were obscure and 
sometimes hard to identify. The sequel has 
set out to address these issues. 

One major complaint about the original 
was the difficulty in recognizing the different 
units. Identifying a unit and its functions, 
especially in a fight, was a real challenge, so 
this sequel introduces the “human” element. 
Humans on Earth uncover a mysterious 
tablet in the Arctic. While running tests at a 
research camp, the humans unintentionally 
activate the tablet. With a blinding flash, the 
camp and its occupants, some scientists and 
a military escort, are transported to the alien 
world of Yavaun. Now, decades later, some 
humans are still searching for a way home. 

There are four factions in War Wind II. 
After the first war, the original four races 
merged into two separate factions, The 
Overlords, which consist of the Tha’Room 
and Obblinox, and the S.U.N. faction which 
is the Shama’Li and Eaggra races. The 
remaining two factions are human. The 
Marine faction is the offspring of the mili- 
tary personnel caught in the transport event 
and they believe it’s their destiny to rule this 
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new world. The Descendants are the fourth 
faction, and consist of the scientists and 
technicians brought over with the Marines; 
they hope to gain the knowledge to find a 
way home. 

Each faction has its own unique units, 
abilities, and goals throughout the cam- 
paign. The play of each of these factions is 
quite distinctive right down to their final 
objectives. During 
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may even be given 
the chance to choose 
a different final 
objective. With 46 
missions shared 
among the four fac- 
tions, replayablity is 
one of the game's 
brightest points. 

As with the origi- 
nal, the game has a 
lot of depth. Units can 
be trained; some of 
them are even natu- 
rally talented, allow- 
ing them to get fur- 
ther training and 
skills. Each unit has a 
diversity of variables 
like, rate of fire, move- 
ment types, and visual range. Most have an 
impressive number of actions that can be 
performed compared to other games of this 
type. You can also set the stance of your 
units from aggressive to evasive. Heroes 
have been carried over from the original and 
players now have a selection to choose from. 
Also, units (which can be renamed) can be 


carried over from scenario to scenario, which 
really adds to the appeal of the game. 

War Wind II also offers some good unit 
controls, such as setting away points, forma- 
tions, and others. However, most of the ben- 
efit for these options are lost as the Al seems 
to relish in getting stuck, or taking the 
absolutely worst path imaginable. On the 
other hand, units seem to respond to a 
buddy getting hammered, which is great 
except when the friendly fire option is on. 

SSI has included several other nice fea- 
tures: A scenario editor that’s pretty compre- 
hensive and allows the player to set nearly 
everything, including the scenario objec- 
tives, and multiplayer that allows for co- 
operative and Battle Royale (Deathmatch) 
play. The game also has a number of player 
configurable options like friendly fire and 
food consumption. 

The question is, with the wave of real-time 
strategy monster hits that have just landed, 
does War Wind II earn itself a spot on the 
shelf? Well, in the words of the immortal 
Agent 86, the answer is “missed it...by that 
much.” The improvements are welcome, but 
it does suffer from a slightly dated feel. If it 
had come out last year, or even earlier this 
year, the story might have been different. 
More than anything else War Wind II suffers 
from hideous timing. —David Finn 
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Knee-deep in battle 





War Wind II: Human Onslaught 

SSI * www.ssionline.com * Requirements: 
Windows 95, 90OMHz Pentium, 16MB of RAM, 
4X CD-ROM * Multiplayer: 2-4 players, 
Internet, LAN, modem, serial 





Earth 2140 


Astoundingly average 


he time is early 1996. The place is the 
T headquarters of almost any computer 

game company. The idea is to 
improve upon a new game genre. To see the 
results of this idea, all one has to do is walk 
into a computer software store. You guessed 
it; we're talking real-time strategy gaming, 
the sort that has been affectionately dubbed 
“Clone & Conquer.” At bat is Interplay’s latest 
contribution to the genre: Earth: 2140. 

This latest addition isn’t as new as many of 
us might think: it has already had consider- 
able success in Europe, and now is coming to 
the States in a never-ending quest to make 
more money. Earth 2140 is a real-time strategy 
game set, amazingly, on Earth in the year 
2140. The plot isn’t terribly intricate: two 
armies are battling for final control of war-torn 
and environmentally devastated Earth. The 
single-player game is woven into this basic 
framework, but missions do not flow well 
from one to the next. Also, most of the mis- 
sions do not vary much from the classic “find 
the enemy base and destroy it” approach. 

Upon receiving the game, you may be a 
bit suspicious seeing the package’s empha- 
sis on “Stunning 16-Bit Color Graphics.” (It 
seems all games have “stunning” graphics 
these days; why not just put “Works with a 
Mouse" or “Makes Use of Electricity?”) Yes, 
Earth 2140 does look nice; a year ago it 
would have been spectacular; but a year is 
an eternity in this industry (except for the 
delayed release of games, in which case it’s 
normal). Combat itself is impressive: missiles 





curve realistically to their targets and the 
explosions look as good as anything yet 
seen. The color depth is also noticeable; 
units look relatively nice and the terrain, 
although quite two-dimensional, is effective. 
Overall, Earth 2140 is decent looking, but not 
spectacular; it has a flat, almost top-down 
perspective that keeps it from truly shining. 
However, despite marketing attempts to 
convince us of the contrary, it takes more 
than lots of colors and cool explosions to 
make a good game. 

The feel of the game is quite similar to 
most of the other Clone & Conquer games; 
the few differences there are seem some- 
what trivial: in Warcraft the player mined 
gold; in Red Alert the player harvested ore. 
Apparently the designers of Earth 2140 
found this horribly unsatisfactory, so now 
we mine ore. 

The lack of innovation is blaring. 
However, even with this shortcoming, a few 
improvements shine through. There isn’t a 
waypoint feature, but something better - 
you can record a sequence of orders for a 
unit or group, and then order the units to 
execute this recording at any time, making 
coordinated attacks a cinch. There is also a 
continuous build option for units, so you no 
longer need to constantly make sure your 
factories are busy. Another improvement lies 
in unit pathing: you can order a group to 
negotiate a couple of corners with a reason- 
able chance of success. While these features 
are nice, it is still clear that the designers 


Missiles tear up earth, but the damage is 
healed after a few minutes 


Buildings emit a spectacular shockwave 
when destroyed 


played a lot of Red Alert. The feel of the 
game, the screen layout, and even some of 
the sounds bring back memories of good 
old Command & Conquer. 

One would think the year 2140 would 
bring many technological advances; sadly, 
this technology is evident in only a few 
units. Androids replace infantry, and 
MechWarrior-like walkers make an appear- 
ance, but we still have the standard tanks 
and rocket launchers. Advancement in tech- 
nology does, however, make an appearance 
in the terrain: they've invented self-healing 
landscape. That's right, if you make a crater, 
it disappears in a matter of minutes. Now 
that’s impressive. 

Like most other games of its genre, Earth 
2140 is lacking in the Al department. To be 
blunt, the computer is stupid. For example, a 
troop transport blunders into a group of 
enemy androids; the computer keeps firing at 
the now-intermingled transport, wiping out 
half of its own force in the process. What fun is 
there in playing the Al when its worst enemy 
is itself? To help compensate for these weak- 
nesses, multiplayer is included, but it lacks 
built-in Internet play and feels more like a d(ja 
vu experience than an exhilarating new game. 

Earth 2140 has some neat features and 
some nice improvements over earlier releas- 
es, but the vacuous lack of innovation makes 
it distinctly unoriginal. If you've never played 
a real-time strategy game before, this one is 
pretty representative and might be worth 
looking at, but there simply isn’t much here 
you can’t get elsewhere —Ryan Brush 





Earth 2140 

Interplay * www.interplay.com * 
Requirements: DOS, 9OMHz Pentium or 
higher, 16 MB RAM, 2X CD-ROM = 
Multiplayer: 2-6 players, LAN, modem, serial 
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Evolution 


Jurassic fun for Darwin-aholics 


ver wonder what would happen if a 
saber-tooth tiger was pitted against a 
velociraptor? Ever wonder what if 
humans hadn’t been the first species to 
evolve into sentient beings? Have you ever 
wanted to play a sim game about the evolu- 
tion of the Earth and its species that was 
really... a game? In Evolution you may just 
get that chance. 

This neo-Darwinian game has you start 
out as one of the first land-based creatures, 
selected from a group of the primitive verte- 
brate species in the Carboniferous era. Over 
a 360 million year period, you struggle to 
survive and evolve into one of the five possi- 
ble species capable of sentient intelligence. 
Along the way, up to five other players will 
battle to evolve their rival species into the 
first intelligent race. 

Evolution is the brainchild of Al Roireau, a 
developer who has worked with MicroProse 
and Avalon Hill. While Evolution shares 
many similarities and elements with games 
like SimEarth and SimLife, these titles were 
not widely accepted as games in the tradi- 
tional sense. Roireau’s vision for Evolution 
was to have a mix of complex diversity, edu- 
cational benefit, and above all else, a fun 
game. After a couple of nights of losing 
sleep keeping your Deinoychus species alive 
and evolving, you will see that he has clearly 
accomplished his goal. 

The similarities to the other Sim titles are 
quite apparent in several aspects of the 
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game. As your 
species scurry 
around for sur- 
vival, the environ- 
ment will change 
and the tectonic 
plates and conti- 
nents will shift. 
Disasters, includ- 
ing huge meteor Bees 

impacts and vol- Desert, 22°C (792m above sea level) 
canic activity, 
occur with such 
devastating 
effects, you wonder how life on this planet 
ever survived this long. 

The game can get quite complex and 
intricate. While you fight to keep all your 
species alive you must also carefully choose 
what species to evolve next. While there are 
more than 170 unique species available, only 
one player can evolve into a specific species 
at a time, making it a real challenge to 
evolve those critical species before other 
players in the game beat you to it. 

Several in-game charts and graphs are 
essential to maintaining your species. The 
most critical of these reference resources is 
the life tree (printed on a large sprawling 
poster likely to demand a spot on your wall) 
which gives you the breakdown of require- 
ments for evolving species. Unfortunately the 
poster with the Tree of Life chart for evolving 
a species has numerous narrow lines, which 


our descenda 


Optimal Conditions 


é > Swamp 
38°C 
a gs Early Mesozoic 


Player's Brachiosaurus 009 


| mnt mmm _ 
Population Feeding 


194MYA EarlyMesozoic Probability of era change: 5% 





Looks like the Brachiosaurus might have been an ancestor of the modern day “love you, love 


me” dinosaur 
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This species of rat is about to evolve into the first primate, which are 


often cross one another, turning reference 
attempts into mildly frustrating exercises in 
“Where the hell does that line go?” 

The real strength of Evolution over its pre- 
decessors is its “game” element, and after all, 
as gamers, that’s what we really look for. You 
control and manage all your species directly, 
and can even attack other players’ species 
directly with your predators. Battles can get 
pretty brutal among players, especially when 
an opponent beats you to a species that’s 
critical for evolving into that intelligent race 
you're researching. 

The graphics and ambient sounds for this 
game are done quite well, and really add to 
the feel of the game—which is unusual in 
games of this type. Multiplayer support is 
another bonus. Up to six players can contest 
each other to become the first intelligent life 
form on Earth. 

There are a few minor complaints. In the 
version we received, the option for recreat- 
ing the historical game of evolution on Earth 
is not available. Cycling through units of a 
species or even choosing another species 
requires pulling up another screen— 
Evolution could have definitely benefited 
from keyboard shortcuts for these functions. 

In the end these complaints don’t seem 
that compelling, especially after several days 
of playing “just a little longer” resulting in 
that 4 a.m. “My God! That clock’s got to be 
wrong!” Needless to say, this game is quite 
addictive. For an educational game that real- 
ly gives you a sense of how this world could 
have evolved, Evolution is definitely worth a 
look. If you don’t agree, complain to my 
velociraptor. —David Finn 





Evolution: The Game of Intelligent Life 
Discovery Channel Multimedia + 
evolution.discovery.com * Requirements: 
Windows 95, 60MHz Pentium or higher, 16 
MB RAM, 2X CD-ROM * Multiplayer: 2-6 play- 
ers, Internet, LAN, modem, serial 











- Ambushes. Barrages. 
It Doesn't Get Any Better Than This! 


SOLDIERS AT War is turn-based, squad-level combat with all the heroism and drama of a good World War II 
movie! Lead a squad of 8 men through a hair-raising campaign of 15 linked scenarios. Experience D-Day 
and the assault on Monte Cassino. Execute commando raids and fight fierce house-to-house battles in 
blasted cities like Anzio and Dresden. An extremely flexible mission editor and 15 extra stand-alone 
missions, many from the German perspective, make the action virtually endless. Four- “player multiplay 
via network or the internet 
lets you fight it out 
with real opponents! 







To Order: Visit your retailer 
or call 1-800-234-3088 
(USA & Canada) with 
Visa or MasterCard. 
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A MINDSCAPE® COMPANY 






©1997 Strategic Simulations, inc.,.a Mindscape Company. All rights reserved: SOLDIERS AT WAR is a trademark of Strategic Simulations. Inc. All other trademarks 
and registered trademarks are the property of their respective holders. Call 1-800-771-3772 for Game Rating Information 
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Po FROM BADROCK TO RIPTIDE — HARNESS 11 DENSE JUNGLES. ARID DESERTS. WEAVE A TANGLED WEB OF A FIERY COCKTAIL OF FURIOUS 3D ACTION 
a UNIQUE AND DEFIANT CHARACTERS. AND THE DEPTHS OF HELL ITSELF! PLAYER-CREATED STORYLINES. AND STRATEGIC RPG. 










; SEVEN SUPER-SOLDIERS 
ELEVEN REAL-TIME COMBAT MISSIONS 
A THOUSAND GENETIC MUTATIONS 
-AMILLION WAYS TO DIE 


You're commanding a team of 
_heavily-armed warriors into unholy war. 


And in the heat of battle - 
each of them will be changed. 


They’ll learn new strategies. 
Gain new powers. 
Handle bigger weapons. 


Form new relationships. 


Hell, some of them 
might even live. 
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YOR S10 labs Wai inet i hn atiehec desiccated All Rights Reserved. Developed by Realtime Associates. Published and distributed by GT Interactive Software 
Corp. PlayStation and the PlayStation Logo are trademarks of Sony Computer Entertainment, Inc. Microsoft and Windows are registered trademarks of Microsoft Corporation. All other trademarks are the property of their respective companies. 
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Nothing puts you in the middle 
_ of the action like 3DZoneMaster. - 


Still using an 80%-style joystick designed for flight- effortlessly, fluidly, instinctively—without hand or arm fatigue. 
simulation games? Or even worse, a keyboard? The 3DZoneMaster includes an array of programmable 
ze! Maybe that's why legions of butt-ugly mutants are multi-function buttons to let you command all the firepower 
‘eW”" splattering your guts all over the as. Ss each game has to offer. And its ready out 
galaxy before you advance even one level. |iSiaInInM anna of the box with Windows95° drivers, 
Don't crank-up the modem and start a Netscape Navigator, exciting games and 
downloading game cheats. Just wrap your am , ‘ a host of predefined game sets. 
fist around Techmedia’s 3DZoneMaster™ uaa Push your skills to the next dimension! 
Ultrasonic Positioning Device and wield aa * Play the latest 3D games the way the 


the power of this state-of-the-art 3D controller. psycho inventors meant them to be played. Get into the action 
With 3DZoneMaster there are no wires and no clunky base. —_and call 1-800-379-0077 


Nothing artificial to keep you from becoming immersed in the for the location of the lec lai med '] a. 


action. With its unique, patented ultrasonic tracking and Techmedia dealer Unexpected Performance. 
ergonomic pistol-grip design, you move in three dimensions, nearest you. Unexpected Price. 


©1997. 3DZoneMaster is a trademark and the Techmedia name and logo are registered trademarks of Techmedia Computer Systems Corp. All other trademarks are the property of their respective companies. 
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We asked and you responded-the “War of the Engines®” is bull 


wars are bull,” says Cody Lebovitz. 

“| was only mildly impressed with 
Quake. It just wasn’t fun. Jedi Knight, on the 
other hand, was fun, not because it had 
great graphics or great explosions but 
because it had great gameplay. Without any 
depth of gameplay, those special lighting 
effects don't last long.” 

A couple of months ago, | asked what you 
thought about the focus by both gamers and 
the media on the 
technology of 3D 
games as 
opposed to the 
gameplay. | used 
the debate over 
the relative merits 
of Jedi Knight and 
Quake II as an 
example, as some 
were criticizing 
for the former for 
“lame explosions” 
and the latter for 
being “more of 
the same.” 

Almost every 
person who wrote in (and there were a few 
hundred of you) expressed a desire for 
gameplay over graphics. Colin B. pulled out 
the old “wrapping paper” metaphor by say- 
ing, “I think 3D graphics are good and 
enhance the game like wrapping ona 
Christmas present... but, come on. 
Everybody wants more than freaking’ wrap- 
ping paper!” 

Daniel C. Thompson had his own 
epiphany. “A year ago today, | was a graph- 
ics junky. | bought Quake because of its 
great graphics. Now, I’m a gameplay junky. 
My recent purchases include Stars!, ATF Gold 
and I’m planning on buying Mordor 2 as 
soon as it’s released. You know what? I’m a 
lot happier now. Games should be about 
fun, not graphics or their engines. Stars! has 
bad graphics, but you know what? Great 
gameplay, fun, multiplayer options, replaya- 
bility and customization turns it into a very 
good game.” 

Many expressed a desire for richer stories 
and more role-playing in 3D action games. 
This has been done—the best example being 
a little game called System Shock. The reason 
you haven't seen more games like it, or that it’s 
not spoken of with the same reverence 
reserved for games like Doom and Duke 
Nukem 3D is due to its sales figures, or lack 
thereof. It wasn’t a turkey, but it wasn’t the sort 
of mega-smash that focuses every competing 
developer on producing clone after clone. 

The irony is that gamers seem happy 
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Quake players camping during the War of the Engines? 


with the clones as long as they're present- 
ed well. A fellow named John expressed 
this dichotomy. “Everyone says ‘gameplay 
matters most,’ but you and | know if they 
got a game packed with gameplay and 
poor graphics, they'd play it for a day and 
never again.” 

In that same vein, Bret Thomas said, 
“Gameplay means a lot to me, but there are 
times that | don’t like a game mainly 
because of the graphics. | just can’t stand to 

look at the pitiful 
images and try 
and decipher 
which is a guy 
and which is just 
a lighting effect.” 
While Bret has 
a good point 
about superior 
visual clarity 
being an impor- 
tant part of 
games, most of 
us are more likely 
to respond like a 
fellow named 
Sean, who wrote, 
“| played the Jedi Knight demo and was sore- 
ly disappointed. First off, the graphics were 
horrible. Your character looked as if he was 
made of a total of five squares, all badly tex- 
tured. The weapons were boring, the lighting 
was bad, the levels were too big, the interac- 
tivity was null, the force powers were lame 
and boring, the sound was horrible, the con- 
trols were mediocre and the mulitplayer was 
limited to somewhere around 16.” 

He went on to Say, “Quake II, on the other 
hand, suffered none of these problems. It 
allows for over 100 players in multiplayer, 
has multi-colored lighting, interpolation (the 
computer filling in between the animator’s 
frames), and a fully integrated C++ user 
editable programming language. As far as | 
can see, there is nothing that makes Jedi 
Knight better than Quake //.” 

Touche. 

But Sean didn’t actually say why the 
gameplay of Quake II is superior to that in 
Jedi Knight—he merely had a checklist of 
technological features he felt were impor- 
tant. The technology is supposed to serve 
and enrich the gameplay, not be the entire 
game (otherwise technology demos would 
be classified as games). 

His message, though, more than any oth- 
ers, is a perfect example of why games will 
continue to be technically innovative—we 
just dig the technology buzzwords. They 
make for simple comparisons. Gameplay is 
too abstract. It can’t be reduced to “interpola- 


tion” or “bi-linear filtering.” How do we articu- 
late a game's “feel,” or its immersiveness? 

And with that thought, | sign off on the 
last Cheat Thrills column. Starting next 
month, it'll focus solely on cheat codes with- 
out any commentary. This is what you've 
asked for, so this is what you'll get. It actually 
provides a fitting way to end the “gameplay 
vs. technology” discussion, because the 
mere existence and especially the popularity 
of cheat codes really puts into question 
whether or not people actually play their 
games anymore. —Steve Bauman 


CHEATER 





From the main menu, enter these codes. The 
“choose any level” code must be entered first 
and then any of the other codes can be 
entered. Press the <Enter> key after entering 
the code. 


EVERYWHERE Choose any level 
BOULON Unlimited lives and items 
GU Enable slicing 
BRONKO Play as a monster 





Open up the file VCOP2./NI, located in 
SEGA/VCOP2/PROJECT, and find the section 
labeled [GameSetting]. Add the line 
EXTRA=2 to allow access to the special cheat 
section built into the MODE menu (this is 
normally activated only by winning the 
game). Also change the line Continue=X to 
Continue=10 in order to have unlimited con- 
tinues in “free play” mode 
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Nightmare Creatures 


Long on atmosphere but short on gameplay 





Nothing like a nice decapitation to warm a 
gamer’s heart... 


t's not hard to imagine Nightmare 
Creatures being the game the legendary 
vaporware product /nto the Shadows 
was trying to be. A combination 
fighting/third-person action game, you take 
your character through a series of 3D envi- 
ronments, fighting numerous beasts mostly 
mano amano (or if you choose the female 
protagonist, womano a womano). Think 
Tomb Raider meets Virtua Fighter in a 
superbly evocative Victorian England, only 





Balance of 


The Force is all right in 


hat if you bought a car with doors 
W sold separately? Or a bike requiring 

another $30 for handlebars? That’s 
the feeling one gets in purchasing and 
installing Balance of Power, the official two- 
campaign, single-player mission disk for X- 
Wing vs. TIE Fighter. Mated, the pair form a 
whole greater than the sum of its parts. 

Balance basically does what it claims, pro- 

viding a number of game enhancements— 
attractive Direct3D support, the B-Wing and 
the Super Star Destroyer, hyperspace 
sequences, new battles, melees and combat 
engagements and improved multiplayer 
gaming, among others. These features com- 
plement two fifteen-mission linear cam- 
paigns detailing a Rebel flight to the outer 
rim. The game’s clinical interface and gener- 
al sense of player anonymity don’t lend 
themselves to narrative grandeur; instead, 
the missions themselves, ranging from recon 
to stealing an Interdictor cruiser, are the sav- 
ing grace. The two sides’ personalities are 
exhibited vociferously in the cockpit as the 
Empire’s indignant law-and-order sermons 
and the Rebels’ cries of desperation crackle 
over distant explosions and laser fire. 
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minus the former’s superior level design 
and the latter’s superb control. 

The game’s prodigious challenges aren't 
necessarily cerebral or reflex oriented. 
Instead, sluggish controls paired with the 
lack of an incremental saved game conspire 
to make the game incredibly difficult, and 
replaying the levels over and over again is a 
far too common occurrence. Whether play- 
ing with the keyboard or a gamepad, the 
controls are needlessly complex and lack 
the smooth response found in Tomb Raider. 
The game’s numerous jumping puzzles suf- 
fer the worst, as you'll often find yourself 
launching over your target and having great 
difficulty landing on a box that’s sitting 
right in front of you. 

Compared to other games on the market, 
the 3D engine is aesthetically appealing but 
slow with or without a 3D accelerator card. 
Merely rotating in place causes the view of 
your character to swirl around in fits and 
spasms, which is quite in contrast to the 
glass-smooth camera movement in the Tomb 
Raider games. This may be due to the high- 
quality monsters, which are huge, with a lot 





Power 


this one 





On the technological front, however, the 
add-on stutters. Literally. Even with 3Dfx 
hardware, hi-resolution Direct3D perfor- 
mance rather, um, bites in crowded battles 
or while viewing a capital ship. HUD instru- 
ments sometimes fail to register missile tar- 
geting and fire, sound effects intermittently 
fail to play and controls may lag in hectic 
conditions. The game as a whole, in fact, still 
behaves sluggishly on low- and mid-range 
hardware. The random copy-protection 
scheme is aggravating, Al pilots pull their 
usual gaffes and some of the new missions 
are much too hard even at the easy difficulty 





of polygons and frames of animation. The 
two characters you can control, lgnatious or 
Nadia, also look fabulous, with lots of groovy 
special effects. The environments are atmos- 
pheric, though the limited color palette 
makes them a bit on the dull side. The inter- 
activity with these environments is limited to 
occasional box smashing and blowing up of 
walls. There are a lot of doors around, but 
you can’t enter most of them. 

By the end of Nightmare Creatures, you're 
more struck by how dull and repetitive your 
journey was than by how much fun it could, 
at times, actually be. By the time you've 
fought your hundredth zombie, it’s hard to 
stifle a yawn over this average game that’s 
long on atmosphere but short on interesting 
gameplay. —Steve Bauman 
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Nightmare Creatures 

Activision * www.dctivision.com * 
Requirements: Windows 95 ,133MHz 
Pentium or higher, 16MB of RAM, 2X CD- 
ROM * Multiplayer: None 





[left to right] 
Looks like it’s valet parking again 


Them Rebels breed faster’n rabbits 


setting—a dirty way to increase playing 
time, perhaps, but is it worth all the re-flies? 
Ultimately, though, the technical prob- 
lems and occasionally shaky presentation 
can’t compromise the fun Balance of Power 
provides, making the disc a satisfying solu- 
tion to X-Wing vs. TIE Fighter's disjointed sin- 
gle-player options. —Geoff Stratton 
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X-Wing vs. TIE Fighter: Balance of 
Power 

Lucasarts * www.lucasarts.com * 
Requirements: X-Wing vs. TIE Fighter - 
Multiplayer: 2-8 players, Internet, LAN, 
modem, serial 


reserved! Licensed and distributed exclusively by Interplay Productions. 
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The weapons are by far the best part of the 


game 
; console system could do a better 3D 
shooter than the mighty PC - there’d be 
riots in the streets, mass suicides at the 
offices of 3Dfx and Microsoft's stock would 
plummet so much it would force Bill Gates 
into bankruptcy. The conversion of Turok: 
Dinosaur Hunter looks as good or better than 
the original Nintendo 64 version, but it’s still 
inferior to the PC’s current standard bearers 
for the genre, Quake and Jedi Knight. 


magine what would happen if a $150 


Turok has eight sizable levels that are 
accessible only after collecting a certain 
number of keys. While the game has an 
automap feature, you still may find yourself 
wandering aimlessly for that last key that 
unlocks, say, the level six map. The level 
design is seemingly structured more after 
standard 2D platform games that current 3D 
games, with “power-ups” and other bonus 
items pushing and pulling you toward the 
keys and exits. 

Where Turok has the competition beat is 
in its gameworld denizens and choice of 
weapons. The 3D engine that powers the 
game is relatively simple, and the game- 
world is shrouded in a mist that takes some 
getting used to. The tradeoff is a somewhat 
dull environment populated by scads of 
superbly-rendered polygonal bad guys, both 
human and animal. But it’s the weapons that 
really make the game — from nuclear arrows 
(or something like that) to amazing energy 
weapons, the diversity and visual kick is 
thoroughly impressive. 

Unfortunately, the game gets boring 
quickly, and the really good stuff doesn’t 





Turok: Dinosaur Hunter 


A perfect conversion of an average 3D shooter 


arrive until later in the game. Many players 
will likely have given up after the tedium of 
the first four levels or so, especially when 
faced with the evil console-style “save only 
when we feel like you should save” design. 
There are also problems with the end-level 
bosses; while they’re somewhat interesting 
and certainly diverse, they’re undermined by 
the game’s poor collision detection. A mere 
annoyance on the normal game levels, it 
becomes a fatal flaw in these battles as 
you're often struck by objects and weapons 
that appear to miss you. 

If you can fight your way through the tedi- 
um, Turok is a moderately satisfying single- 
player experience with a superior arsenal. But 
when we already have Quake and Jedi Knight, 
well...what's the point? -Steve Bauman 
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Turok: Dinosaur Hunter 

Acclaim * www.acclaimnation.com * 
Requirements: Windows 95, 120MHz 
Pentium or higher, 16MB of RAM, 3D accel- 
erator + Multiplayer: None 








Frogger 


Hop hop hurray! 


rue to the original, the 
T hopped-up 3D-accelerated 
retooling of the classic 

arcade game Frogger is actually 
quite good. It’s not so much a test 
of your reflexes as it is a test of 
your ability to decide under pres- 
sure: do | leap right or left, forwards or 
back? But unlike the original, your goal is no 
longer the simple zen-like task of getting to 
other side. Instead, you move your frog 
through all manner of peril to rescue five 
baby frogs, with a time limit ticking away. 
The levels begin innocently enough, start- 
ing with a cute homage to the traffic-dodg- 
ing arcade game and working up through 
fantastic industrial settings, dark sinister 
caves, and mountain aeries. 

The cheery 3D graphics are sharp and 
attractive, reminiscent of console ports such 


as Crystal Dynamics’ luminous Pandemonium. 


With its time limit and vast levels, the game 
plays as a series of trials and errors, fumbling 
your way through a thousand squashed, 
torn, and eaten frogs (sans grisly death ani- 
mations) until you find the right path to the 
baby frogs. Since you can start on any level 


COMPUTER GAMES 


you've reached, there’s none of the frus- 
trating tedium of having to replay entire 
sections of the game over and over. This 
also allows for leisurely exploration 
before trying in earnest to actually solve 
a level. 

In addition to moving, the frog can 
now perform super-jumps and use his 
tongue to catch power-ups (in the form 
of bugs, of course). The advanced levels 
have clever puzzle gimmicks, like riding 
birds to unreachable areas, dodging murder- 
ous wasps, hitting switches to open new 
paths, and eating fireflies before darkness 
closes around you. The multiplayer options 
are good for a brief diversion (although the 
split screen areas are too small for four play- 
ers and too distorted for two). But Frogger is 
actually far better as an occasional single- 
player jaunt through a delightfully bright 







[left to right] 
Hopping carefully through a frog-ren- 
dering plant 


Hitching a ride with a feathered friend 


and amusing fantasy world. Budweiser frogs, 
move over! —Tom Chick 





Frogger 

Hasbro * www.hasbro.com * Requirements: 
Windows 95, 100MHz Pentium or higher, 
16MB of RAM, 2X CD-ROM * Multiplayer: 2-4 
players, Internet, LAN, modem, same 
machine 
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Complete Freedom of Movement 
Precision Killing. 
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We’re = re about, our standard 
run-ane'e4" four-player session here.” 









«will impact the way we play 
eames forever.” 
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Virtua Squad 2 


It’s hard to have fun 


without that plastic gun 


irtua Squad 2 is a John Woo film on 
V your PC, with scads of beautifully 
choreographed carnage. The basic 

gist of the game is to kill everything that 
moves while the game drags you along a pre- 
determined path through a series of environ- 
ments. While this approach limits interactivity, 
the designers compensate by controlling the 
pacing. The game manages to incorporate 
every action-movie cliché imaginable; jewel 
heists, high-speed chases, a hijacked ocean 
liner, speeding subways and various heli- 
copters are all present and accounted for. 

What separates this game from similar 
games like Rebel Assault are its polygonal 
environments and characters. They allow for 
more variety—for example, you can shoot 
guys in the knees and they'll fall forward, or 
target their weapon for a “Justice” shot. Like 
a Woo film, ammo is infinite (though at least 
here you have to re-load) and there’s no 
shortage of bad guys to slaughter. 

Unfortunately, once you’ve completed all 
three levels there’s little reason to play the 


Malice 





game again. Sega 
tries to throw you a 
bone by activating 
a cheat menu upon 
completion, which 
allows you to 
enable the always popular “big head” mode 
and randomize bad guy locations, but it’s not 
really enough. Three levels may work in the 
arcade, but when you're plunking down $50, 
you need more gameplay to keep things inter- 
esting. A good player could conceivably com- 
plete the entire game in a couple of hours. 
Technically, the game is well-executed. 
The Direct 3D support is subtle, and doesn’t 
necessarily make the game look a lot better 
(they don’t use many of the canned 3D card 
effects); however, it does make the game run 
blazing fast on a 133MHz Pentium. 
Unfortunately, the biggest problem with the 
game is the control. While the mouse is 
superior to the gamepad as a targeting 
device, it’s not even in the same ballpark as 
the light-gun used in the arcades or on the 
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Converting Quake to single-player play 


but didn’t run out to buy Quake II, 

there’s still plenty of life left in that old 
directory. If the countless new monsters, 
weapons, levels and modifications available 
over the ‘net haven't given you enough 
enhancements for id’s 3D shooter, Malice 
definitely will. It’s a Total Conversion (TC) — a 
whole new game with new textures, 
weapons and monsters. It’s still based on the 
original Quake engine and requires the origi- 
nal game to play, but frankly, Malice is a far 
superior single-player game when compared 
to Quake. 

The game places you in a harsh, cyber- 
punk-ish future and many of the fourteen 
new opponents you face are cybernetic 
creatures and mindless grunt troops. Almost 
everything about Malice is improved over 
Quake - the locations have a nice sci-fi 
theme, the monster Al seems mildly 
improved and the weapons are interesting 
(nothing stunning, but there are Uzis, mor- 
tars, shotguns and others). Other modifica- 
tions include things like movable crates, 
exploding walls and lights, a parachute, a 
hoverboard, mini-submarine and a spying 


i or those of you who enjoyed Quake 





probe, all of which add nicely to the game. 
And of course, you can find Malice death- 
match servers on the net (through GameSpy 
3D in particular). 

The game even has a story with cinematic 
sequences. Admittedly, it won’t win any 
awards (especially the dialog), and the main 
character is an obnoxious and fairly despica- 
ble killer-for-hire type. Even the sound 
effects and CD music are excellent. 

The main problem with Malice is the 
overall level design. The eighteen levels are 
well-done on the whole, but often the solu- 
tions to getting through lie within a messy 
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Car crashes and bullets, oh my 


Saturn. Since a lot 
of the appeal of 
the game is 
directly attribut- 
able to that gun, 
Virtua Squad 2 is 
doomed right out of the gate. 

While one of the better arcade ports in 
recent memory, Virtua Squad 2 suffers from 
the limits placed on it by its PC home. That it 
still turns out to be incredibly entertaining in 
short bursts is a testament to the skill of 
Sega’s designers. In the end, Virtua Squad 2 
is perfectly executed and excels in its limited 
niche of gaming-dom. -Steve Bauman 
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Virtua Squad 2 

Sega * www.sega.com * Requirements: 
Windows 95, 90MHz Pentium or higher, 
16MB of RAM, 2X CD-ROM + Multiplayer: 2 


players, Internet, LAN, modem, serial, same 
machine 





[left to right] 
Big, ugly and not very friendly, this is one of 
Malice’s bad guys 


Quake goes Urban! 


and often remarkably obscure assortment 
of switches and teleportation spots. 
However, if you want more Quake action, 
Malice is the perfect thing to keep you 
occupied. It’s not Quake II, but it’s a far bet- 
ter single-player game than the original 
Quake. —Jason D’Aprile 
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Malice 

Quantum Access * www.gamalice.com * 
Requirements: Quake + Multiplayer: 2-16 
players, Internet, LAN 
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Virus: the Game 


Virus warning! 


arning! There is a new virus that 
W infects your hard drive, mas- 
querading as a game. This virus 


has a clever premise: it claims it will allow 
you to play a shooter within your hard 
drive’s directory structure, using your own 
sound and graphics files to create levels on 
the fly. This alluring concept may put you in 
mind of movies like Tron or that episode of 
Lost in Space, where Will Robinson and Dr. 
Smith have to fight their way through the 
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inside of the robot. But don’t be 
fooled. Nothing of the sort will hap- 
pen. Instead, you may see an occasion- 
al screenshot of your desktop. As if you 
don't get to see that often enough. 

This virus can be identified by graph- 
ics so ugly that they couldn't possibly 
be mistaken for an actual game. As if 
that weren't obvious enough, these 
graphics are unbelievably slow for something 
rendered in such a cramped window. The 
viewing area is squeezed in by a display 
of a directory structure on one side and 
a button bar along the bottom, as if 
you'd want to play a 3D shooter by 
clicking on a button bar. This virus can 
also be identified by its lack of joystick 
support, which would never happen in 
a true 3D shooter. The quirky controls 
[sic] are genuinely worthy of the term 
“God awful.” 

This virus is partially disguised as a 
strategy game in which you build 
bases and gather resources to fight 
back enemies, but this is only a flimsy 
attempt to portray depth. Luckily, this 








Sp MySyetem 
aja: ¢ 1568 > 
GS ije: ¢ 16) 
‘= | waxpows ¢ 1678 > 
= £3 ce « azae 5 
+ usppmmy « 139; 
+ MSBSOUND ¢ 254 
OTHER ¢ 1625 } 
ABRPTRE ONY « 
RPPLETS.IMP ( 
RUEAX.INR ¢ 1 
+ "} comaun <¢ 1280 » 
+ SYSTEM ( 1520 > 


-| sBec is. Wer. SS ARG BAB os-44 





One of Virus’ frighteningly ugly opponents 


virus is devoid of any gameplay or entertain- 
ment value and can thus be easily spotted. If 
this virus is encountered on the shelves of 
your favorite software store, don’t touch it. 
Slowly back away and calmly alert any near- 
by gamers. Fortunately, this virus will not 
damage your hard drive; instead, its sole 
function seems to be the erosion of publish- 
er Sirtech’s reputation. -Tom Chick 


Virus: the Game 

Sirtech * www.sir-tech.com * Requirements: 
Windows 95, 100MHz Pentium or higher, 
16MB of RAM, 2X CD-ROM + Multiplayer: 2-4 


players, LAN 





Suckin’ Grits on Route 66 


Hard Travelin’ on the road to nowhere 


66 is the official add-on to Redneck 

Rampage. It chronicles the continuing 
misadventures of proletariat troubadours 
Leonard and Bubba as they vacation along 
the fabled Route 66 on a quest for tourist-trap 
America. They instead only find more excre- 
ment-flinging aliens and hostile backwoods 
types. A feeble premise designed to connect 
twelve otherwise dissimilar levels, the red- 
necks-on-the-road shtick doesn’t cover the 
fact that the levels here, while large, detailed, 
difficult and sporting some humorous 
themes, ultimately don’t look or feel any dif- 
ferent than those of the original game. 

The other thing the add-on can't hide is 
that Redneck has aged about as gracefully as 
a decomposing corpse. Suckin’ is guilty of an 
appalling number of clipping problems and 
cretinous Al (even the bosses get hung up on 
corners). Not to mention the endless, boring 
repetition of the environments, cheap-shock 
sight gags, enemies, puzzles and countrified 
witticisms, all of which are already in tatters 
from their overexposure in the original. New 
weapons? Forget it. New baddies? Only if you 
count a couple of lame redrawn sprites. To 


T he aptly-named Suckin’ Grits on Route 
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top it off, the game’s performance is still the 
worst of the four major Build titles (do the 
constant hard drive accesses count as “ambi- 
ent sounds”?), and the game, as usual, 
chokes in a Windows 95 DOS box. 

Suckin’s only victory is that some of the lev- 
els do exhibit flashes of the smart creativity 
that distinguished Redneck Rampage from its 
peers. There’s something intrinsically funny 
about encountering a table cluttered with 
useless flea-market kitsch or stumbling into a 
convention of Bigfoot and RV fanatics. 
Walking into the alien mothership’s specimen 
gallery in the final mission may cause even 
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Most won't stick with it enough to see the alien 
ship at the end of episode 2 


Oh, the irony 


hardened shooter veterans to pause and grit 
their teeth for a moment. There are moments 
of clever satire scattered about; whether you 
can stay awake long enough to find them is 
another matter altogether. —Geoff Stratton 


Suckin’ Grits on Route 66 

Interplay * www.interplay.com * 
Requirements: Redneck Rampage * 
Multiplayer: 2-8 players, Internet (through 
Engage), LAN, modem 
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Streets of SimCity 


Crash and burn 


espite what the box implies, Streets 
of SimCity is not Interstate ‘76. It’s not 
Carmageddon. It is buggy, features 
dated graphics, and resembles real-life dri- 
ving as much as 3rd Rock from the Sun 
resembles science fiction. It will probably be 
picked by many as one of the worst games 
of the year. 

Obviously riding the /nterstate ‘76 band- 
wagon, the game adopts the guise of a tele- 
vision show from the ‘70s. During the actual 
gameplay, you're assaulted by music straight 
from The Dukes of Hazzard and Knight Rider. 
However, the characters are uninspired and 
have none of the charm of the polygonal 
heroes of /76. 

Hardcore SimCity 2000 fans may actually 
find some entertainment value in this prod- 
uct. Just as SimCopter allowed you to explore 
your favorite city from on high, Streets of 
SimCity allows you to get into your city from 
street level. There’s nothing quite like con- 
structing a city, selecting the “Crush Hour” 
option, and going to town (figuratively, as 
well as literally). The action can get quite 
manic, and, believe it or not, entertaining. 





Test Drive 4 


Four flat tires short of greatness 


n Test Drive 4, ten of the world’s most 

coveted automobiles await the sweaty 

grasp of your driving gloves. It’s all lip 
service, though, since handling characteris- 
tics for each vehicle mirror the “one true car” 
in the box. In stark contrast to the name, test 
driving a car places you into an arcade won- 
derland of slow moving cars, static roadside 
amenities, and narrow streets. Lots and lots 
of narrow streets. 

With a total of six lengthy courses, gamers 
should expect a fairly entertaining experience 
with plenty of lasting value. Wrong. Visions of 
the coin-op hit Outrun flash into one’s mind 
after bouncing off a herd of pedestrians more 
solid than a canyon slope. Without rhyme or 
reason to the timing of its appearance, Casper 
the Unfriendly Police Car occasionally appears 
out of thin air to nab you. 

If Test Drive 4 really meant to test drive the 
patience of unlucky purchasers, then chalk 
this baby up as a smashing success. Besides 
the blatantly excessive clipping, the crude 
cars seemingly sport single digit polygon 
counts, dampening the visceral experience 
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Unfortunately, most of the 
gameplay is a mess. While cars 
get damaged realistically, they 
imitate Bullitt when confronted 
with hills, launching them- 
selves in the air wildly. Realism 
often takes a vacation as cars 
pass through solid objects (like 
trees), and SimPeople 
“bounce” off the hood of an 
oncoming car. Parked cars and 
cows blow up when hit but 
buildings shrug off missile 
impacts without a scratch. Cars often pass 
through walls and get stuck in a perpetual 
damage cycle. The computer Al is so awk- 
ward that computer cars get stuck in tun- 
nels, blindly smashing themselves into the 


side wall over and over like psychotic robots. 


There are also bugs that should have 
never gotten past the product testers. 
Sometimes the game will refuse to load, 
ignore the CD-ROM, go black during CD- 
ROM access or simply crash the system. The 
game even refuses to load from the Start 
menu-you have to let the game autoplay. 





considerably. A 
more humorous 
glitch makes the 
field of contestants 
shrink into bite- 
sized midget racers, 
a fitting symbol of 
the disconcerting 
lack of polish on 
this product. 

After seeing the 
incredible depth 
and freedom of 
tracks in Carma- 
geddon, courses in Test Drive 4 feel limited 
and contrived. Time spent in the game 
involves weaving amongst brain dead traffic 
on indistinct courses. You'll have to force 
yourself to remember there’s a race going 
on, one you're supposed to be completely 
engrossed in. 

The problem with Test Drive 4 isn’t just the 
usual matter of releasing a game before its 
time. It was clearly meant for an entirely dif- 
ferent platform, but since the Intellivision 





In the third person perspective, you can see your car get 
blown-up real good 


All non-SimCity 2000 owners should avoid 
this game at all costs and buy the superior 
Interstate ‘76. For those of you dedicated to 
SimCity, it’s a somewhat guilty pleasure, but 
caveat emptor. —Jonah Falcon 


Streets of SimCity 

Maxis * www.maxis.com * Requirements: 
Windows 95, 166MHz Pentium or higher, 
32MB of RAM, 4X CD-ROM + Multiplayer: 2-8 
players, Internet, modem, LAN, serial 





These cars are so pricey because they’re far more rugged than a Hummer 


market isn’t exactly thriving, the PC industry 
will just have to fork over the shelf space for 
this ignoble beast. -Tim Royal 


Test Drive 4 

Accolade * www.accolade.com * 
Requirements: Windows 95, 9OMHz Pentium 
or higher, 16MB of RAM, 2X CD-ROM = 
Multiplayer: 2 players, LAN, modem, serial 


Defiance 


Duke meets Descent meets... a plot?!?! 


hen Avalon Hill decided to expand 
their product line, they created 
Visceral Productions so as not to 
scare off their stable of wargamers. Visceral’s 
first game, Defiance, is a blast-fest with, 
strangely enough, a plot. While not exactly 
original, the plot is at least interesting and 
what makes the game worth playing. 
During a training exercise for a new one-man 
hover-fighter, violent mutant creatures start 
rampaging across a military research planet, 
beginning a trial by fire (of sorts) for the new 
fighter. Your mission objectives are 
given to you in a narrative fashion, and 
some surprisingly good voice-acting 
enhances the storyline. 
Graphically, the game doesn’t break 
any new ground, with supports for 3D 
acceleration via Direct3D. There are 
some decent effects though, with 
scarring on surfaces and atmospheric 
lighting. The alien Al is generally pret- 
ty stupid — they get caught in tunnels 


and stick to their own sectors. 
However, up close they are fast and 
brutal and numerous. 
The game takes you through 
ruined cities, subway sectors, sew- 
ers and military complexes over 
both land and water. The changing 
scenery combined with the devel- 
oping plot keeps the game inter- 
esting for those who prefer solid 
single player action. For multiplay- 
er fans, there are nine custom- 
made multiplayer levels. There are 
13 single-player levels in the game, 
and most are quite large and maze-like. There 
are some tricky action-based “puzzles,” but a 
lack of an in-game map makes them even 
more difficult since the levels can be difficult 
to navigate. Hovercraft control, while very 
good, is likely to annoy some players due to 
the fact that it is very much a victim of inertia 


— it sways to and fro as you move, slides down 
inclines and rebounds against walls. 

In the end, Defiance is an entertaining, 
intense and involving single-player experi- 
ence that plays out like a science fiction 
movie. While offering little new, technically 
speaking, the solid plot, good control and 
well-designed levels go a long way to making 
the game’s shortcomings seem less notice- 
able — all in all, it amounts to more than just 
the sum of its parts. Jason D’Aprile 


[top to bottom] 


Large ugly things are a popular 
diversion in our tour of Defiance’s 
ravaged landscapes 


Mean, fast and ugly, he’s not about 
to replace the dog as man’s best 
friend 


Nothing like a nice quiet drive 
across the bridge... Yea, sure 
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Defiance 

Visceral Productions * www.visceral.com * 
Requirements: Windows 95, 9OMHz Pentium 
or higher, 16MB of RAM, 2X CD-ROM = 
Multiplayer: 2-8 player, LAN 








Improved graphics mean brighter 
explosions, greener terrains, bloodier war. 
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Hardcore, multi-player, Windows 95 action. 
Fight it out over the Internet, free. 
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Build alliances with alien races, learn their 
technologies, then annihilate them. Ouch. 





Metropolis 
Digital 


Available 11/97. Impatient? 
Download the demo @ 
www.metros3sd.com 








Jet Moto 


PlayStation 1, PC 0 


here are a handful of console games 
T that are so good as to make us PC 

owners jealous. SingleTrac’s fanciful 
racing game Jet Moto is certainly one of 
them: the course designs are clever and 
insidious, the gameplay is extremely chal- 
lenging, and the graphics are serviceable. 
Unfortunately, this port from the PlayStation 
is perfunctory at best and lazy at worst. 
Jet Moto has a steep learning curve; it’s no 
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The Nightmare tracks take place on platform 
segments floating over a nighttime city 











mere quick-fix arcade game like Screamer or 
Pod. The computer opponents are densely 
packed and offer plenty of opportunities for 
bumper bike antics. One of the best things 
about the game is that it doesn’t cheat by 
giving one of your opponents a head-start 
and forcing you to catch up with him. In sin- 
gle-player games, it’s 20 bikes at the starting 
line left to their own devices to nose their 
way to the front of the pack. 

The Direct3D accelerated graphics are, of 
course, sharper than the PlayStation’s, but 
they still suffer from a lot of odd clipping 
and tearing problems since SingleTrac’s 
engine is a rough-hewn assembly of flat tex- 
tures. Certain sound effects, such as the 
whump of the jetbikes on hard surfaces, 








X-Men: The Ravages of Apocal 


A Less-than-MARVELous Performance 


s yet another product better on 
A paper than in practice, WizardWorks’ 
Quake “Total Conversion” X-Men: The 
Ravages of Apocalypse promises a much- 
needed romp into comic-book fantasy but 
only delivers a pulp-ish whimper. It’s some- 
times interesting and sometimes bland; 
either way, an inescapable sense of deja vu 
gradually drags the product into mediocrity. 
Loose plotting flings the player into the 
role of a genetically-enhanced warrior creat- 
ed by the mysterious cyber-boss Magneto to 
mash arch-rival Apocalypse and 
7 











we 


re you that Apocalypse feller? 


Duh-uuh, a 
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Apocalypse’s sinister ally. Cloned X-Men 
form the bulk of Apocalypse’s army, and 
you'll have to cut through them in spades 
before dealing with the big guys themselves 
in typically theatrical showdowns. 

The GLQuake-driven environments, which 
range from the usual underground caverns to 
an attractive city, offer a number of interest- 
ing puzzles—assembling a doomsday 
weapon to take out Apocalypse, for exam- 
ple—and a number unsurprising hazards, key 
hunts, and dull find-the-switch obstacles. The 
Quake engine's well-documented ineptitude 
with large open spaces becomes a problem 
later in the game, hurting the framerate in the 
city levels, while the imitation X-Men goons 
are dim and sometimes don’t react to the 
player’s appearance until actually shot. 

The new weapons (which incidentally are 
mounted on your character's body, so you 
only need to find ammo for them) and 
renamed powerups won't surprise veteran 
Quakers, although a multiplayer option 
offering the refreshing ability to play as the 
X-Men using only their special powers 
reduces the need for a nuclear arsenal. 

Once the smoke has cleared, X-Men is left 








Raised highway segments make 
smoother racing surfaces than the 
choppy waters below 


seem to come and go. Joystick 
support is quirky and the controls 
feel awfully touchy. The multi- 
player support lacks the 
splitscreen option from the 
PlayStation, and the code is obvi- 
ously not optimized to perform 
well over the Internet, despite an 
in-game endorsement of Mplayer 
(oddly enough, Jet Moto isn’t currently avail- 
able on Mplayer). In comparison to 
Psygnosis’ spectacular port of Wipeout XL, it 
seems like the folks at SingleTrac just did the 
bare minimum to bring this game to the PC. 
Jet Moto is still a good game, but this lacklus- 
ter port just reinforces its place in the 
PlayStation’s library. -Tom Chick 


Jet Moto 

Sony Interactive * www.sonyinteractive.com * 
Requirements: Windows 95, 9OMHz Pentium 
or higher, 16MB of RAM, 2X CD-ROM, 3D 
accelerator + Multiplayer: 2-14 players, 
Internet, LAN, modem serial 








The flamethrower gets things done 





standing as an uneven product whose gen- 
erally unoriginal gameplay isn’t consistent 
with its superhero mythmaking or humor- 
ously overwrought comic-book repartee. At 
once a repetitive shoot-em-up and a surreal, 
dramatic assault on the senses, X-Men is 
exactly what you'd expect from Quake-and 
therein lies its problem. -Geoff Stratton 
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X-Men: The Ravages of Apocalypse 
WizardWorks * www.wizworx.com * 
Requirements: Quake * Multiplayer: 2-16 
players, Internet, LAN 
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“the IMAGINARY HORDES 
TORCHING your VILLAGE 


JUST TURNED INTO 
REAL PEOPLE 
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ITIZENS, BATTEN ULTIMATE CIVILIZATION II provides you 
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The new ULTIMATE CrvinizaTion IT brings 
you face to face with the most volatile 
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with the best-selling global strategy 
game CIVILIZATION II and the add-on 
scenario pack CONFLICTS IN CIVILIZATION. 
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opponents ever: real flesh-and-blood mMano-a-mano with up to MULLS 


humans just like you. The long-awaited six other players via hot 
multiplayer edition of Crvmimation IT ff seat, modem, LAN or the 
Internet. You'll agree that 


ULTIMATE CIVILIZATION IT 


MULTIPLAYER 


also lets you join a game in progress 


and take over for an AI opponent. 


A negotiation module lets you sit turns an award-winning 


down with other players to offer @ strategy game into an altogether new 


trades and make treaties. Or break them [J ©xPerience. Because if you thought Attila 
if voure forced to the Him was nasty, wait ‘til you meet 
: Frank the Dry Cleaner. 
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Replayability: at wh 


K, here’s the scenario. : 
You walk into your soft- ; 
ware retailer's freezer, a 


slap down 50-70 hard-earned 
dollars (or equivalent zloty, 
shekels or other currency of 
choice), and walk away with the 
highly anticipated Title of a 
Lifetime II. The slick packaging 
just shouts, “happiness inside!” 
But how much happiness do you 
anticipate will be contained in a 
single purchase? Limited happi- 
ness? Moderate happiness? 
Chock-full to the gills happiness? 
Or unending happiness until the 
medium becomes obsolete? 

Some of us buy a product assuming that 
it should somehow have an unwritten 
Certificate of Replayability underneath the 
shrink-wrap—a certificate that entitles play- 
ers to more-or-less unlimited joy for the life 
of the CD. Certainly our expectations vary: 
action, strategy, wargames, simulations and 
many so-called “traditional” titles (Chess, 
Monopoly, Twister) are often highly 
replayable, especially if you take multiplayer 
into account. When you finish all the cam- 
paigns of a real-time strategy title (more 
and more nowadays come with campaign 
editors), you'll be able to build new scenar- 
ios. Action players often play for years 
online, or against that demon opponent 
High Score. But what about adventure and 
roleplaying games? 

Many RPGs, by their very nature, are high- 
ly replayable, provided you don’t become 
too soon weary of the gameworld. We can 
place RPGs into four categories: 1) The 
extremely volatile, such as Ultima Online or 
Meridian, where the world is ever evolving, 
new quests and new companions are always 
available, and the unending question of 
“how-bad-will-the-lag-be?” continues to titil- 
late the masses; 2) The multi-variable, such 
as random-dungeons and loads of random- 
treasure (Diablo, et. al.), intricate party-build- 
ing / statistics (the Wizardry series, Might & 
Magic, Realms of Arkania), or multiple- 
approach-to-problem-solving (Fallout); 3) 
The one-shot-deal (Lands of Lore II, Halls of 
the Dead); and 4) Daggerfall (replayable only 
because you probably sti// haven't spent 
enough time with it to finish). 

Adventure games, on the other hand, 
generally have little to no replayability at 
all—because, of course, they usually tell an 
ultimately finite story. Most have puzzles 
which, when solved, will never ring new 
again. Certainly there have been attempts 
to introduce replayability into adventures, 
most of which have been rather unsuccess- 


Road to Nowhere 


at price value? 
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[clockwise from above] 

On the streets of Daggerfall, 
the woman waits forever for 
your return; Lighthouse. 
Don’t go there. Again; Three 
possible endings don’t make 
up for only one Burgess 
Meredith; Plenty of replaya- 
bility in Diablo inspired the 
add-on Hellfire 


ful. Multiple endings don’t usual- 
ly help; playing as character A or 
B doesn’t generally change the 
plot; more than one solution to a 
puzzle also doesn’t change the 
plot. So there you have it—the 
plot unfolds, you ooh and ahh at 
the artwork (or not), cleverly 
solve the puzzles, work your way 
through to the conclusion, and 
that’s the end of it. Shelve it. 
Next purchase. Does that mean 
that adventure gamers are get- 
ting a lot less for their money 
than their alternate genre counterparts? In 
a word, yes. 

And to make matters worse, a lot of 
adventurers purchase a game, fly through it 
as soon as possible, acting, for the life of 
them, like a human Best-Path algorithm. 
They never stop for a second to smell the 
roses, experience all (or even most of) the 
dialogue, enjoy the graphics that dozens of 
tired artists gave up huge chunks of their 


lives to create, or read the printed materials. 


They rush out to their respective online 
affiliations, hoping to be the first one to 
post, “FINISHED Title of a Lifetime //!!!!" 
Then...they complain that it was too short, 
and not worth a single zloty over 80 (one 
zloty is approximately equivalent to 0.2833 
US Dollars). 

If adventure gamers are getting a lot 
less for their money, does this imply that 
they're getting ripped off? Absolutely not. 
The only thing that makes sense here is to 
apply the film-admission paradigm. After 






all, most films tell a story; you sit two to 
three hours, laugh, cry, sleep...and that’s 
it. Finis. To see a film these days, the aver- 
age dollar per hour cost (abandoning the 
zloty for the moment) is about five. 
Adventure games vary wildly in their esti- 
mated hours of gameplay, but if we calcu- 
late an average of 25 hours (a very conserv- 
ative estimate), well, the result is obvious 
(and the proof is trivial and left to the read- 
er). And let's not fail to mention that a lot 
more neuron-pumping goes on during 
gameplay than during passive absorption. 
A veritable bargain. 

When viewed in this light, adventure 
games are really quite a value (albeit less 
than other genres), not to mention a cheap 
date (that’s zloty back in your pocket). And 
the true classics will jump from your shelf 
when their memories fade, to rise and be 
played again, unless a) they’re on 5 %4” flop- 
pies or b) you still haven't finished 
Daggertall. —Cindy Yans 
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Grue’s Lair 


Role-playing for fun and profit 


beet Ray 
way to Na-Krul 
f you think you 
have seen all 
there is to see 
in Sierra’s Hellfire, 
you may be mistak- 
en. Originally 
planned but 
dropped from the 
final game were 
several extra 
quests, an addition- 
al character class, 
and the Holy Grail of fans everywhere—mul- 
tiplayer capability. “Dropped” may be too 
harsh a term, actually—the code is still in 
place, just waiting for an enterprising player 
to activate it. Be advised that the developers 
do not officially support these features, and 
there are a few bugs that may arise from 
their use. Still... what are a few bugs when 
you have faced the Lord of Terror and lived? 
First open Notepad (or any other text edi- 
tor) and create a file called “command.txt” 
and save it in your Hellfire directory. The file 
should include the following line: 
multitest;theoquest;cowquest;bardtest 
This enables several special quests, multi- 
player capabilities (but not battle.net sup- 
port, alas), and the Bard character class. 
Sierra's version 1.01 patch for Hellfire report- 
edly disables multiplayer capabilities alto- 
gether, but adds another “secret” character 
class—the Barbarian. Enable the Barbarian by 
adding “;barbariantest” to your 
command.txt file. The Barbarian's “rage” skill 
boosts his abilities and hit points for a short 
time when used, but then lowers them for a 
similar period of time afterward. 





That fresh Padavis air 

In Faery Tale Adventure II, there is quite a bit of 
wilderness to explore around Padavis before 
you even begin to look for the Tapstones; 
here are a few tips to help you get started. 

Specialize each of the brothers from the 
Start of the game. Based on their starting 
abilities, you are best off using Julian as a 
fighter, Phillip as an archer, and Kevin as a 
magic user. Give all of the magical scrolls 
and mana potions (which raise your mana 
permanently by up to 10 points) to Kevin, 
and sell any scrolls which contain spells that 
he already knows. Save all of your empty 
potion bottles as well—they will come in 
handy later on. 

Explore Padavis thoroughly, and pay close 
attention to any book or scroll you may find 
(they are the source of most of the quests in 
the game). Feel free to... liberate... any 
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[clockwise from above] 
That ghoul in the cell 
to the left of the 
levers has the key 
you need 


The complete nut will 
give you a quest if 
your level is high 
enough, but you may 
have to pester him 
for it 


Kram the Mad is in 
the next room, and 
his special door 
ensures that only two 
of the brothers will 
be able to face him 


equipment you might 
need from the towns- 
people’s homes. No doubt they consider 
these gifts a small sacrifice to aid you on 
your quest... they will not complain, at any 
rate. After taking in the sights and testing 
your combat abilities on a few rats, head for 
the goblin village to the south. Here you will 
find two items of importance—several caul- 
drons from which you can refill your empty 
potion bottles, and a recipe for how to make 
goblin bombs. You can find the blind fish at 
the campsite just southeast of Padavis by 
searching the bodies of any buzzards you 
kill; the rest of the ingredients are in Castle 
Jovanc itself. Use caution when placing the 
bombs, acid, or green poison in carried con- 
tainers such as sacks or chests—carelessly 
dropping such an item on a closed contain- 
er’s icon will cause harmful breakage or an 
explosion. These items can be stowed safely 
by opening the container and manually 
placing them in an empty slot. 

You will not be able to get past the spider 
webs in Castle Jovanc at this stage in the 
game, but if you can overcome your frustra- 
tion you may want to check out the caves east 
of the goblin village (near the obelisks). Kram 
the Mad has made his home in the bottom of 





this dungeon, and if you can defeat him you 
will attain his sword, Cauldera. 

Getting past the lever room is easier than 
it looks—simply pull the lever on the right 
and then step on the pressure plate in the 
center of the room. This opens the door to 
the cell on the left of the levers. The ghoul in 
the cell carries an oak key that will open the 
gate at the eastern end of the room. 
—Benjamin E. Sones 


New Hellfire Characters. 















_The Bard _ 
Ability Maximum 
Strength 120 
Magic 120 
Dexterity 120 
Vitality 100 

_The Barbarian _ 
Ability Maximum 
Strength 270 
Magic 0 
Dexterity 40 
Vitality 150 
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Massive on-line interactive fantasy role playing game . 
Over 3 years in development 
Aldvanced, multi- threaded client/server architecture 
ed Fh ere b) (4 over the Internet 
State of the art visuals utilizing (Windows 95 & DirectX tibiictogies | 
Over 200 player/character combinations . ... @ races, I6 classes, 2 genders 
Experience an infinite number of encounters in a growing game environment 
An abundance of items, hundreds of spells, 7 spell schools 
Over 300 sound effects; 125 separate musical SCORES 
Thousands of biah quality illustrations in a richly detailed 3D environment 


ef: 1 | ie | 
I- -800-Play-CWI : 
for information on membership and pricing. 
wiww.rubiecsofeventide.com 
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Journeyman Project 3 / Cah 


Masterpiece Theater on your PC 





elcome back to the bygone days of 
W futures past. Once again, 
Journeyman Project 3: Legacy of 


Time brings us danger, intrigue, and time 
traveling escapades just like we'll remember 
them in the past of the future. 

Players again take on the role of Temporal 
Agent Gage Blackwood. In Journeyman 
Project 2, Gage staved off disaster at the 
hands of Agent 3, his ruthless nemesis and 
confessed Maybelline cosmetic scalper. In 
doing so, Arthur, his autonomous time 
buddy, was snatched into the time stream 
and presumed lost forever. 

The game centers around three lost civi- 
lizations: Shangri La, Atlantis, and downtown 
Detroit. Actually, make that last one El 
Dorado. Movement in the game still follows 
the “node stepping” system, where every 
click in a direction moves the viewpoint a 
certain distance forward. A hefty portion of 
these nodes exist for show, rather than for 
plot purposes. Given the breathtaking quali- 
ty of the imagery in Legacy of Time, the 
extraneous sightseeing points are welcome 
additions to the game. 

Most adventure games follow one 
overused recipe: open a box of “Bisquick 
Adventure Game Mix,” add scanned pho- 
tographs, stir in hot spot editor, bake until 
bored. Serve cold.” In contrast, literally noth- 
ing in Legacy of Time feels static. Every stop- 
ping point in the game can be pivoted 360 
degrees in any direction. This astounding 
viewing system adds an incredible sense of 
continuity to the game. As an example, you 
can move smoothly inside a lighthouse, 
ascend a Spiraling staircase, and stare out 
from the top of the tower at the vast 
Atlantean isthmus. While this freewheeling 
viewpoint sacrifices image quality, the com- 
plaint is a toothless piranha in a vast sea of 
immersive qualities. 

The richly orchestrated soundtrack puts 
on a command performance worthy of com- 
parison to any John Williams production. 
With a sense for just the right melody, the 
music veers toward a somber, melancholy 
style when surveying the devastation of 





The lush foliage of El Barada flit a sinister plot to make 
grocery clerks spout “paper and plastic?” 
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Shangri La. Yet, in the thriving 
ports of Atlantis, the back- 
ground music shifts to a more 
up-tempo piece. 

Short of ejecting a Scooby 
snack out the CD-ROM door of 
your PC after finishing the 
game, this game does it all; any 
alleged shortcomings in this 
game fade beside its perfection 
and polish. The streamlined 
interface melds transparently 
with the game so that you're 
never forced to turn your atten- 
tion away from play. To speed 
up lengthy travels, holding 
down the left mouse button 
propels gamers continuously 
across great distances. The list 
of cushy extras goes on and on. 

Avoiding the trap of throw- 
ing pulleys and levers onto a 
static background, with no rele- 
vance to the plot, Legacy of 
Time's puzzles are tightly woven 
into the progressing storyline. 
As an example, one situation 
calls for Gage to turn a windmill 
just enough to create a 
makeshift bridge onto the walls 
surrounding Atlantis. In other 
puzzles, Gage mimics the identi- 
ties of other characters (so, does 
that make him a “time mime?”) 
to gain needed information. 

Another easily overlooked feature is the 
attention to feedback for the player’s 
actions. You'll never growl, “Okay, | belched 
the national anthem through my nostrils 
and made my liver do the Macarena. Did it 
do something or not?!?” When your invento- 
ry items get used properly, miniature cut 
scenes play to inform gamers of success. 

Don't look now, but Arthur’s back, filling 
the game with wit and wisdom. Mostly wit. 
Okay, nearly all wit. Like Robin Williams did 
for Disney's Aladdin, Arthur's presence con- 
tributes more to the game’s success than 
any other single factor. Looking down from 
the icy Himalayan peaks on the 
devastation of Shangri La, he'll 
murmur “Guess the Grinch 
changed his mind about 
Whoville, huh?” Other times, he'll 
imitate famous actors, blurt out 
corny jokes, and occasionally say 
something serious (leaving you 
waiting for the undelivered 
punchline). 

Many games create the ulti- 
mate technology experience, but 
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Climbing up isn’t the hard part. Getting down the side of the 
windmill is 





Crossing this crevasse to the central section of town will take 
some doing 


falter when it comes to creating a com- 
pelling story to keep gamers interested. 
Legacy of Time never clouds its vision with all 
the brilliant technology. The neat visual giz- 
mos live only to further the fantastic story. 
At first, the puzzles are deliberately simplis- 
tic, moving players deeper into the story. 
Gradually, the puzzles become progressively 
more difficult. Those who prevail to the end 
will find a sweet and satisfying reward for 
their perseverance. 

Whether you're driven by Riven, or pissed 
at Myst, Legacy of Time is a premiere delicacy 
served to adventure gamers on a glistening 
silver tray by a prolific team of master chefs. 
Bon appetit. -Tim Royal 





Journeyman Project 3: Legacy of Time 
Red Orb Entertainment * www.redorb.com * 
Requirements: Windows 95, Pentium 90 
MHz Pentium or better, 16 MB RAM, 4X CD- 
ROM; MacOS, System 7.5 or higher, 830MHz 
PowerMacintosh or higher, 16 MB RAM, 4X 
CD-ROM + Multiplayer: None 





Faery Tale Adventure II 


Gaming the old-fashioned way 


first-person games, Halls of the Dead: 

Faery Tale Adventure |/ represents some- 
thing of a throwback, a return to the third- 
person, 2D RPGs of yesterday, U/tima (pre- 
Pagan) style. Then again, its graphic style, 
interface, and overall look have a lot in com- 
mon with Ultima Online, too. Not surprising- 
ly, gameplay is a mixture of old and new as 
well. The premise of Halls of the Dead is 
Standard, the approach traditional: three 
brothers, heroes all, travel through space 
and time to aid a world in the grips of an 
evil magic. Using a combination of weapons 
and magic, the brothers apply their unique 
skills to such problem-solving exercises as 
Goblin elimination, undead banishment, 
and general evil-doer thwacking. Along the 
way they talk with NPCs, discover clues, and 
move towards the endgame with the ulti- 
mate bad guy. 

This is a game that conjures up memories 
of RPGs gone by: wanderings through an 
extensive game world, conversations with 
numerous good and evil denizens, treasure 
hunts in dank caverns and murky dungeons. 
There are ample items, treasures, spells, and 
other rewards for daring deeds, and more 
than enough monsters and villains to keep 
the most heroic of heroes happy. The story, 
no better or worse than most RPG plots, 
plays out well enough, and the overall look 
of the game is attractive, fresh, and fairly up 
to date. While not offering the adrenaline- 
surge (or frustration-rage) of action-oriented 
games, Halls of the Dead is a satisfying old- 
style dungeon romp in its own right, and 
runs on a lower-end Pentium to boot. The 
graphics are bright and generally nice, 
though some dungeons (like the final Halls) 
are pretty bland. 

Working along the lines of the traditional 


{ na genre rapidly being overrun by 3D, 
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Arrgh, mateys! NPCs can get mighty wordy—and doesn’t 


this ship look very Ultima-esque? 


RA 
is 


quest game, the brothers must 
recover a set of tapstones, 
which are sucking the life out of 
the world. Naturally, this will 
culminate in a battle (this time, 
with the evil Sariloth, master of 
Order), who lurks in—where 
else?—the Halls of the Dead. A 
form of teleportation, involving 
the use of gates and the roads 
of the Overworld, makes travel 
between many points on the 
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map fairly easy,andlandscapes }i= a es) 
range from polar ice to barren WASP APA IAM OA SP PEPE ODT 8 LPL ALOE 


deserts. Nice features, like tak- 
ing damage in the arctic if not 


“Golden Child” Sariloth vs. Rush in the battle of the bands— 
the brothers rock the Halls of the Dead 


wearing coats, and the fact that AMR Sal ee 
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the character icons change to 
reflect which weapons (but not 
armor, alas) they have equipped 
show that some attention was 
given to this game. The voice 
acting bits for every NPC 
encounter, though eventually 
repetitious, also add to the 
game’s atmosphere. 

There are, however, more 
than a few orcs in the ointment. 
The three main characters can 
be a handful to control. In nor- 
mal movement, they all move 
together, loosely following the 
character selected as the leader. 
This usually results in at least 
one brother getting stuck 
behind a tree, trapped ina 
crevice, or befuddled by a doorway. The 
three can be “unbanded,” and moved inde- 
pendently, but that takes forever, and is usu- 
ally viable only for short periods (i.e. to get 
them unstuck from that &!$%@ tree). The 
turn-based combat fares better, though it’s 
often hard to judge the distance 
between a brother and a mon- 
ster, leading to much fruitless 
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Still, it works, though it would be 
nice if the view window was a bit 
bigger; it gets hard to use bows 
and spells at anything other than 
point-blank range. 

The limited size of the view 
window, which forces you to 
switch back and forth constantly 
between the automap and the 
game map, makes exploration 
more of a chore than it should 
be. The lack of an automatic 
notebook or journal makes gath- 
ering clues more of a hassle than 
it needs to be. The inability to ask 





clicking and little effective action. 
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More fun in the Halls, this time with ghosties. Rather empty 
place, this Halls of the Dead... 


NPCs about specific items makes...you get 
the picture. Lots of little nits to pick, which 
all add up in the end. 

Halls of the Dead is a solid RPG in the old 
style but one that lacks the features gamers 
have come to expect, and one that also falls 
short in several traditional areas, such as NPC 
conversation and information gathering. 
NPCs are also fairly brain-dead, not respond- 
ing to battles, thefts, or other mayhem 
around them. Add in a few logic bugs, such 
as monsters bearing key items not being 
where they are supposed to be sometimes, 
and lackluster combat, and the result is an 
average game. For gamers eager for the days 
of yore, however, this is one RPG that should 
satisfy the traditionalist.— Robert Mayer 





Halls of the Dead: Faery Tale Adventure II 
Encore Software, Inc. * www.encoresoft- 
ware.com * Requirements: DOS, Windows, 
90MHz Pentium or higher, 8MB of RAM, 2X 
CD-ROM + Multiplayer: None 
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‘IF-22 RAPTOR’ Soar over more than 160,000 square miles 

of photorealistic terrain. Strap yourself into an active cockpit 

where everything you see, every switch and button actually 

works, where you can simply click on the controls, right 
there on the screen 

Interactive Magic (Simuation) 

Release Date: NOW PC CD $32 


‘1943 EUROPEAN AIR WAR’ Pilot 20 authentically mod- 

eled fighter planes from the American, British and 

German forces. Play in single mission, career or multi- 

player modes.Includes virtual cockpits, flight film, radio 
communication and great sound and visual effects. 

Microprose (Simulation) 

Release Date: 5/98 PC CD $45 


‘FLYING NIGHTMARES 2’ offers a unique combination 
of cutting-edge flight simulation and real-time strategy. 
Fully adjustable difficulty levels, control options, and 
graphics preferences allow nearly any player to enjoy 
FN2’s challenge. Virtual cockpits increase the realism 
and your situational awareness. 
Eidos (Simulation) 
Release Date: 4/98 PC CD $37 


‘THE JOURNEYMAN PROJECT 3: LEGACY OF TIME’ 
Team up once again with your Al companion, Arthur, to 
explore wonderous lost cities in search of clues to 
unravel the plot of mysterious alien invaders. Travel 
through time to untangle intricate puzzles critical to the 
survival of mankind. 


Broderbund (Action) 
Release Date: 3/98 PC CD $44 


‘DEATHTRAP DUNGEON’ This ultimate dungeon thriller 

is based on the fantasy gamebook series and offers 10 

tortuous levels of combat. Armed with swords, missiles, 

muskets, magic spells and more, you can fight solo or 
multi-player combat in an eerie dungeon atmosphere. 

Eidos (Action) 

Release Date: 3/98 PC CD $44 


‘UNREAL’ In one seamless flowing world, race across 

vast outdoor and indoor environments, enter enchant- 

ing cities and mysterious temples. Use Unreal’s easy 

to use object-oriented level-editor to design your 
own levels. 

GT Interactive (Action) 

Release Date: 4/98 PC CD $45 


‘QUAKE II’ Quake was just foreplay. Now comes Quake 

ll. Includes larger, mission based levels, superior artifi- 

cial intelligence, and wicked multiplayer capabilities. 

Experience smoother 16 bit graphics and real-time light- 
ing effects. 

Activision (Action) 

Release Date: NOW PC CD $39 


‘TOMB RAIDER 2’ Lara’s back, and better than ever, 
with new moves, a new underwater environment and a 
whole new arsenal. Explore huge, exotic platform-based 
3D environments around the world, solve puzzles and 


kill baddies. 
Eidos et) 
Release Date: NOW PC CD $36 


‘RIANA ROUGE’ Riana is thrown into another dimension 
where an evil stranger holds worlds in thrall. Adventure 
by adventure, choice by choice, puzzle by puzzle, you 
can help Rianna transform herself into a super heroine, 
save an innocent maiden, and rescue an alternate uni- 

verse. Starring Playboy Playmate Gillian Bonner. 
Eidos (Adventure) 
Release Date: NOW 
PC CD 


‘TABLOID BEAUTIES’ See 16 bodacious beauties bare 

their hard bodies in more than 500 hot interactive nude 
photos. Hear girls reveal their most intimate secrets in 
over an hour and a half of lusty interactive phone con- 


versations. 
MacDaddy (Adult) 
Release Date: NOW PC CD $29 


‘STRIP POKER PROFESSIONAL VOL. 2’ combines the 

action of 5 Card Draw with some very different table 

stakes, 4 gorgeous opponents who are willing & able to 
bet it all for the chance to beat the pants off you! 

Art Worx (Adult) 

Release Date: NOW CD $39 


* Specials- Limited Time Only- Offer valid 
from 3/1/98 through 4/26/98 
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COMPUTER GAMES: SIMULATION 








TITLE RELEASE 
10th Planet 04/98 
1943 Euro Air War 05/98 
688i Hunter Killer NOW 
A10 Tank Killr 2 NOW 
AH-64D Longbow 2 NOW 
AHX-1 NOW 
ATF 98 04/98 
Aces: X-Fighters 03/98 
Air Warrior 3 NOW 
Anarchy 02/98 
Andretti Racing NOW 
Archimedean Dynsty NOW 
Armored Fist 2 NOW 
Army Air Corps 42 ~=—06/98 
Brnt Chmp Dragrcng 04/98 
Cart Racing NOW 
Comanche 3 NOW 
Condemned 02/98 
Confirmed Kill 04/98 
Cyberstrike 2 10/98 
Deep Six 03/98 


Deer Hunter 








| 
ATI Xpert at Play 8MB NOW $219 CH PC Gamepad 


02/98 


PRICE 


$48 
$45 
$46 
$29 
$46 
$47 
$46 
$49 
$44 
$41 
$45 
$26 
$32 
$48 
$44 
$26 
$44 
$48 
$46 
$39 
$46 
$18 


“Title RELEASE PRICE TITLE RELEASE 
Destruction Derby 2 NOW $43 J Fghtr Lghtning Strk 02/98 
EF 2000 V 2 NOW $45 Jet Fighter Platinum NOW 
Earthsiege 3 05/98 $49 M1 Tank Platoon 2 03/98 
F-15 03/98 $46 MiA2 Abrams 3D =——(02/98 
F-16 Agressor 02/98 $48 MS Flight Sim 98 NOW 
F-22 ADF NOW $46 MW Mercenaries 3Dfx NOW 
F-22 Lightning 2 NOW $26 Mech 2 Battlepack NOW 
F-22 Raptor NOW $32 MechWarrior 3 06/98 
F/A 18 Korea NOW $36 Mig Alley 03/98 
F16 Fightng Falcon NOW $47 Nascar Racing 2 NOW 
Falcon 4.0 06/98 $54 Nuclear Strike NOW 
Falcon Gold NOW $25 Phantom Ace 04/98 
Fghtng Ficn Bck Bgdd NOW $29 Privateer 2 SE NOW 
Fighter Duel 2 04/98 $48 Privateer Darkening NOW 
Flight Unlimited 2 NOW $37 Red Baron 2 NOW 
Flying Corps Gold NOW $39 Road to Indy 500 02/98 
Flying Saucer 06/98 $46 SODA Off-Road Rcing NOW 
Glider Wars 03/98 $32 SU-27 Electrnc Bfield 10/98 
Harrier 2020 NOW $45 SU-27 Flanker 2 04/98 
Heavy Gear NOW $44 SU-27 Fink 2 Add-On 05/98 
Interstate 76 Nitro 02/98 $32 SabrAce NOW 
Interstate 77 02/98 $46 Sail 2000 NOW 
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PRICE 
$43 
$34 
$48 
$47 
$52 
$46 
$48 
$52 
$46 
$38 
$42 
$48 
$39 
$38 
$35 
$44 
$46 
$46 
$43 
$29 
$42 
$33 


TITLE RELEASE 
Screamer 2 NOW 
Scrmn Dmons Europe02/98 
Sierra Pro Pilot NOW 
Silent Hunter NOW 
Silent Hunter 2 09/98 
Skies 06/98 
Spearhead 02/98 
Spearhead Exp Pack 03/98 
Starship Troopers 05/98 
Stealth Reaper 2020 02/98 
Tanarus 02/98 
Tank! 02/98 
Team Apache 03/98 
Test Drive 4 NOW 
Trophy Bass 2 NOW 


Ultimate Racing Pro 02/98 
Virgin Rally Champ NOW 
Wing Comm Prophcy NOW 
Wings of Destiny 02/98 
X-Wing Vs. Tie Cmp 1 NOW 
X-Wng V Tie Fghter NOW 
iPanzer 44 02/98 


PRICE 
$24 
$47 
$34 
$39 
$46 
$48 
$49 
$29 
$46 
$39 
$19 
$48 
$44 
$46 
$29 
$42 
$34 
$46 
$49 
$29 
$49 
$47 
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NOW $19 Int Intnse 3D Rush NOW $199 Space Orb 360 NOW $43 
Altec ACS PwrCbe Pls NOW $142 CH Pro Pedals NOW $80 Joyswitch NOW $42 TM Driving Control T2NOW $99 
BOCA 56K F/M Int NOW $109 CH Pro Throttle NOW $102 Labtc LCS 2612 Spks NOW $112 TM F16 TQS NOW $115 
BOCA 56K FM SVD In NOW $139 CH Virtual Pilot Pro NOW $75 Ltech Cyberman2 NOW $99 TM F22 Pro NOW $134 
CH F16 Fighterstick NOW $100 Creative Encore DVD NOW $339 MS Sidewinder FF ProNOW $148 TM Game Card NOW $25 
CH Force FX NOW $95 Diamond Monster 3D NOW $189 MS Sidewndr Prc Pro NOW $68 TM Millnm 3D Incptr NOW $69 
CH Gamestick 14 NOW $60 Diamond Stealth 2 NOW $115 MS Sidwinder Pro Pd NOW $39 TM Nascar Racng WhINOW $125 
CH Gamestick 4 NOW $26 Diamond Viper 330 NOW $189 Mad Catz Panther NOW $44 TM Phazer Pad NOW $36 
CH Jane's Combt StckNOW $69 Gravis Grp Stnd Alne NOW $69 Mad Catz Panther XL NOW $66 US Robotics 33.6 Int NOW $119 
CH Joystick Switchbx NOW $24 Gravis PC Game Pad NOW $19 Sound Blaster 64 Gld NOW $189 Verbal Commander NOW $85 
| COMPUTER GAMES: 3D ACTION 
Battlezone 03/98 $48 Fallen NOW $41 Nightfall 02/98 $44 Shadw Wrrior Add-On NOW $19 
Daikatana 04/98 $44 Flesh Feast 02/98 $44 Prey 08/98 $50 Sin 03/98 $49 
Dark Forces Jedi Msn 02/98 $32 Gatherer 02/98 $42 Profiteer 03/98 $45 SpecOps 02/98 $48 
Dark Frces Jedi Knght NOW $50 Golgotha 03/98 $48 Quake Mission Pak 2 NOW $24 Star Trk Frst Contct 05/98 $48 
Dark Vengeance 03/98 $45 Gun Metal 03/98 $44 Quake: X-Men for Qke NOW $22 Terra Victus 02/98 $48 
Dead Unity 04/98 $45 Half Life 03/98 $48 Redneck Rampage NOW $34 Tomb Raider 2 NOW $36 
Death Trap Dungeon 03/98 $44 Hammer Strike 04/98 $46 Requiem 04/98 $46 Trespassr Jrssic Park 03/98 $48 
Duke Nukem 3D NOW $19 Hexen 2 NOW $47 Ruins 02/98 $48 Unreal Add-On 05/98 $19 
Duke Nukem Forever 06/98 $48 Hexen 2 Hexmaker 02/98 $29 Shadow Master 02/98 $44 Wreckin Crew 02/98 $48 
Duke Nukm 3D Atmic NOW $34 Mortal Revenge 03/98 $44 Shadows of Empire NOW $51 qED for Quake NOW $19 
aa keh A ca * . 
| COMPUTER GAMES: SPORTS 
3D Ultra Mini Golf NOW $42 FPS Trophy Bass RvrsNOW $36 Links LS Cng Ctry ClbNOW $17 NFL Gameday 99 09/98 $39 
AMF Pro Bowl 3D NOW $25 Gone Fishin’ NOW $19 Links LS Davis Love NOW $17 NHL Hockey 98 NOW $45 
APBA Pro Boxing NOW $38 Grant Hill Fant Bskb! 02/98 $25 Links LS Oakind Hills NOW $17 Open Ice 02/98 $46 
Aaron vs Ruth NOW $39 Hard Ball 5 Enhanced NOW $19 Links LS Pelican Hill NOW $17 PBA Bowling 2 02/98 $35 
Baseball Mogul NOW $44 Hardball 6 NOW $46 Links LS Valderrama NOW $17 PGA Tour Pro 3-D ~=03/98 + $50 
Bass Mstrs Clssic Pro04/98 $42 Hooves Thunder W95 NOW $35 Links LS Valhalla NOW $17 PGA Tour ProW95 NOW $50 
FPS Baseball 98 NOW $28 Jack Nicklaus Golf 4 NOW $46 MS Baseball 3D 04/98 $45 Tripple Play 98 NOW $45 
FPS Football 98 NOW $29 Jack Nicklaus Golf5 NOW $39 Madden FB 98 NOW $45 VR Baseball 97 NOW $29 
FPS Golf Bundle NOW $39 Links LS NOW $46 March Madness 98 02/98 $45 Worldwide Soccer 98 NOW $39 
FPS Skiing NOW $47 Links LS 98 NOW $33 NBA In the Zone 02/98 $46 Wrld Cup Golf Dr Bch NOW $9 
| COMPUTER GAMES: ADVENTURE | 
Abe's Odysee NOW $38 Dawn of Darkness 03/98 $44 Overseer NOW $43 Space Quest 3000 NOW $45 
Alien Intelligence 03/98 $45 Fighting Fantasy 04/98 $40 Patriot Games 02/98 $48 Star Trek Birth Fed 05/98 $52 
Alone in Dark Trilogy NOW $25 Gabriel Knight 3 06/98 $48 Phantasmagoria 2 NOW $54 Star Trk Str Fit Acad NOW $48 
Asheron's Call 05/98 $48 Grim Fandango 08/98 $48 Planetfall 03/98 $44 Starship Titanic 02/98 $48 
Badlands 02/98 $48 Journeyman Projct3 NOW $48 Quest for Glory 5 01/99 $48 Str Trk Scrt Vicn Fry 03/98 $48 
Black Dahlia NOW $46 KQ8:Mask of Eternity 06/98 $48 Redguard 02/98 $54 TimeLapse Anc Civil NOW $32 
Blade Runner NOW $53 Last Express NOW $39 Respect Inc 03/98 $45 Titanic Jrny Out Time NOW $33 
Byzantine NOW $32 MTG:Duels Pinswikrs 02/98 $46 Return toKrondor 02/98 $45 Twinsen's Odyssey NOW $44 
Curse of Monkey Isle NOW $39 Myst 2 NOW $44 Secret of Black Onyx NOW $46 Versaille NOW $39 
Dark Camelot 03/98 $48 Neverhood NOW $49 Shivers 2 W95 NOW $48 Zork: Grnd Inquisitor NOW $43 

HINT BOOKS 
Abe's Odyssey NOW $12 Diablo NOW $16 Mechwarrior 3 02/98 $16 Sid Meiers GettysburgNOW $18 
Age of Empires NOW $15 Earthsiege 3 06/98 $16 Myst 2: Riven NOW $16 SimCity 3000 03/98 $16 
Agents of Justice 03/98 $16 Falcon 4.0 06/98 $16 Myth NOW $16 Starcraft 03/98 $16 
Battlespire NOW $17 Heroes M&M 2 NOW $14 Overseer 02/98 $16 Steel Panthers 3 NOW $16 
Blade Runner NOW $16 Heroes M&M 3 07/98 $18 Panzer General 2 NOW $17 Ultima Online NOW $16 
Civilization 2 NOW $16 Land Lore 2 NOW $14 Populous 3 03/98 $16 Unreal 04/98 $16 
Curse of Monkey Isle NOW $16 Lords of Magic NOW $16 Quake 2 NOW $15 Wing Comm Prophcy NOW $16 
Daggerfall Chronicles NOW $23 Mech2 Mercenaries NOW $16 Rebellion 03/98 $16 X-COM: Apocalypse NOW $16 
Daikatana 04/98 $15 MechCommander 03/98 $16 Red Baron 2 NOW $16 X-wing vs Tie Fightr NOW $16 
Dark Forces 2 NOW $16 Mechcommander Scrts02/98 $16 Return to Krondor 02/98 $16 Zork: Grand Inquisitr NOW $15 
‘ | 

COMPUTER GAMES: ADULT | 
Ace In the Hole NOW $39 Diva X: Kaoru NOW $39 Japan Interactive NOW $49 Ropes & Chains NOW $19 
Adult Image Lib 2+ NOW $29 Domin-A-Trix 2 NOW $24 La Blue Grl Screen NOW $29 Samurai Pervert2 NOW $49 
Anal Asian 2 NOW $19 Dream Machine 2 NOW $49 Latex NOW $49 Sex With Asia NOW $39 
Asian Pearls 3 NOW $24 Duke Screw'em NOW $49 Latin Lust NOW $24 Sex with Rocky NOW $42 
Bangkok Nights NOW $19 Elite Models 4 NOW $19 Lingerie Models NOW $19 Shock:The Game NOW $49 
Cabin Fever NOW $34 Erotic Playground NOW $9 Max Dom & Fetish NOW $29 Strip Fighter NOW $40 
Celebrity Nudes NOW $19 Fantascenes 3 NOW $39 Max Sex 6 Pack NOW $36 Tokyo Nightlife NOW $49 
Crystal Fantasy NOW $39 Girlfriend Donna NOW $44 Mysteria NOW $35 Ultra Vixen NOW $49 
CyberStrip Poker NOW $36 Hist Of Blue Movie NOW $15 Nightwatch Int 3 NOW $39 Yellow Fever NOW $45 
Dada House NOW $17 Jade Palace NOW $29 Outpost 69 NOW $40 You Don't Know Dick NOW $39 


©1998 CHIPS & BITS, INC 


www.cdmag.com/chips.html 


or call 1-800-699-4263 
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| = COMPUTER GAMES: STRATEGY —— ‘WARLORDS 3’ A medieval fantasy setting forms the LLIARLORDST 
TITLE RELEASE PRICE TITLE RELEASE PRICE TiTLe RELEASE PRICE TITLE RELEASE PRICE backdrop for a struggle among barbaric hordes. Sear ee On tate Es, 
10 Six 02/98 $35 DominionStorm 03/98 $44 — Lords Realm2ExpPkNOW $28 Soldiers at War 02/98 $43 Random map generation makes every battle a fresh new _-/ 
AD&D Birthright NOW $27 Dungeon Keeper NOW $39 Lords of Magic NOW $34  SpacewardHo!4 NOW $24 | conflict. Multiple terrains, animated graphics and over 
Adhara 3 02/98 $45 Dungeon Keeper Gold03/98 $45 § MGathrng BattlemageNOW $36 Speed Tribes 04/98 $48 80 types of heroes, creatures and warriors. 
Admral Ancient Ships 02/98 $46 § DungnKprDprDngnsNOW $19 MAX NOW $19  StarCommand Deluxenow $42 | Broderbund (Strategy) 
Advancd Civilization NOW $39 Earth 2140 NOW $32 MAX2 03/98 $48 Star Nations 06/98 $46 | Release Date: NOW 
Age of Empires NOW $46 Enemy Nations NOW $29 Magic Spells of Anct NOW $28 Starcraft Expansion 03/98 $30 | PCCD 
Agents of Justice 05/98 $47 Entrepeneur NOW $38 Mass Destruction NOW $38 Starcraft 03/98 $48 | 
Army Men 03/98 $46 Evolution NOW $34 Master of Magic NOW $25 Stars NOW $38 | 
C&C NOW $29 Extreme Tactics 04/98 $49 Master ofOrion2 NOW $25 Steel Legions 05/98 $42 “MYTH’ is a tactical level game of fantasy warfare, with 
C & C 2: Therium Sun06/98 $48 Fallen Haven NOW $26 Mechcommander 05/98 $48 Stellar Frontier 06/98 $44 unprecedented realism and detail. Seasons change 
C & CCovrt Oprtions NOW $22 Fantasy General NOW $34 Mission Nexus Prime NOW $48 Stratosphere 02/98 $46 during the course of the game, affecting tactical deci- 
C & C Gold W95 NOW $39 _ Fragile Allegiance NOW $46 Missn Fre:Cybrstrm 204/98 $42 Submarine Titans 05/98 $44 Sions. Real 3D terrain, dynamic lighting, and tricky 
C&C RAAftermath NOW $22 Freedom in Galaxy 09/98 $42 Netstorm NOW $34 Syndicate Wars NOW $45 artificial intelligence. 
C&C RAChter Strke NOW $21 Frenzy 02/98 $44 New Order 04/98 $48 — Theme Hospital Now $42 | Bungie (Strategy) 
C & C Red Alert NOW $48 Heist 02/98 $44 Outpost 2 NOW $29 Total Annihilation Now $39 | Release Date: NOW PC CD $39 
C & C Sole Survivor NOW $29 Heroes M&M NOW $19 Plague 04/98 $42 Transport Tycoon NOW $24 
Caesar 2 NOW $28 Heroes M&M 2 NOW $26 Politika NOW $43 Tycho Rising 03/98 $44 ‘PAX IMPERIA 2’ Control every aspect of a civilization: 
Capitalism Plus NOW $43 Heroes M&M2ExpPKNOW $19  Populous 3 06/98 $45 — Ultimate Civ 2 03/98 $46 economics, research, espionage, exploration and 
Captives 02/98 $40 HeroesM&MW95 NOW $19 _ Ragged Earth NOW $34 Uprising NOW $29 diplomacy. Build a fleet of mighty warships or 
Cave Wars NOW $19 — Hidden Wars NOW $48 Reach for Stars2 04/98 $48  Warofthe Worlds 04/98 $44 quietly establish economic dominion, the universe is 
Chaos Island NOW $46 History of World NOW $39 Rebellion 03/98 $52  WarBreeds 02/98 $48 yours to conquer. 
Civ 2 Fantasy Worlds NOW $27 Hollywood Mogul NOW $39 _ Risk NOW $39  WarGames 02/98 $46 THQ (Strategy) 
Civilization 2 NOW $38 Imperialism NOW $29 SWAT2 NOW $48  WarSport 02/98 $44 Release Date: NOW 
Civilization 2Scen NOW $26 Imperium Galactica NOW $32 Semper Fi 02/98 $47 Warcraft 2 NOW $25 PC CD 
Clay Warfare 02/98 $45 Incubation NOW $39 Sentient NOW $39 Warcraft 2Add On NOW $19 
Cong New World Dix NOW $24 Infinity War 02/98 $48 Sentinel Returns 03/98 $45 Warlords 2 Dix NOW $41 ‘BALDUR’S GATE’ is set in the legendary Forgotten 
Constructor NOW $42 — Jaggd Allnc DdlyGmeNOW $19 Settlers 2 Gold NOW $38 Warwind 2 NOW $34 Realms campaign world. Uses a transparent interface an 
Dark Colony NOW $43 Jagged Alliance2 04/98 $48 Seven Kingdoms NOW $32 Wisdom of the Kings 02/98 $46 gameplay that uses a real-time modification of the ADD 
Dark Omen 03/98 $39 Jutland NOW $19 Shattered Nations 03/98 $46 Wooden Ship Iron Mn NOW $39 rules system. There are over 60 monsters to fight, you 
Dark Reign Futre War NOW $43 KKND NOW $28 Siege 05/98 $48 Worms 2 NOW $29 control a party of six each with unique abilities 
Dark Reign MP 1 02/98 $29 KKND Extreme NOW $19 SimCity 2000 Spec EANOW $39 X-Com Apocalypse NOW $34 and personas. 
Deadlock NOW $15 — LEDWars 02/98 $42 — SimCity 3000 03/98 $54  X-Com Terr frm Deep NOW $16 Interplay (Roleplaying) 
Deadlock 2 02/98 $46 Liberation Day 02/98 $36 — Simlsle NOW $25  X-ComUFO Defense NOW $19 Release Date: 4/98 PC CD $45 
Destiny NOW $16 Lords Realm 2 NOW $34 SimSafari 03/98 $35 X-Fire 02/98 $48 
aaa an Fact Rams came = _ *$TEEL PANTHERS Ill’ Command multinational forces 
COMPUTER GAMES: WAR while auxiliary units enhance your core command. 
Achtung Spitfire NOW $36 Battlegrnd Waterloo NOW $28 Great Battls Alexndr NOW $32 Sid Meier's Gettysbrg ‘NOW $45. _ Includes weapon and unit information for 20 World War 
Afrika Korps 04/98 $42 Civil War Generals NOW $48  GrtBttls of Hannibal NOW $36  TACOPS 98 02/98 $40 Il era and 40 post WWII era countries. Comes with 6 full 
Age of Sail NOW $29 Close Combat 2 NOW $46 Napoleon in Russia NOW $34 Tank Resistance 202402/98 $39 campaigns and over 40 individual scenarios. 
Aide de Camp 2 NOW $44 Close Combat NOW $38 Operation Crusader NOW $39 Tigers on Prowl 2 NOW $42 Mindscape (War) 
Battle of Bulge 03/98 $42 D-Day Amer Invades NOW $39 Over the Reich NOW $32  VVictory Bundle NOW $28 | Release Date: NOW PC CD $34 
Battlegrnd Antietam NOW $29 Desve Battls of WWIl NOW $42 Pacific Tide NOW $45 War Inc. NOW $36 ey? : Sees 
eee BullRun NOW $42 East Front NOW $42 Panzer Commander 06/98 $45 War in Europe 02/98 $48 BLADE RUNNER’ Armed with your investigative Skills 
Battlegrnd Gettysbrg NOW $29 Final Liberation NOW $42 Panzer General 2 NOW $34 Wargme CS3WCp1NOW $19 and the tools of the Blade Runner trade, you'll be 
Battlegrnd Mid East 05/98 $42 — Flight Commander 2 NOW $39  Panczerblitz 03/98 $42 Whistling Death 02/98 $40 | __‘mmersed ina world that lives and breathes around you 
Battlegrnd Shiloh NOW $30 Great Battles Caesar 03/98 $46 Prelude to Waterloo NOW $39 Zulu War now $29 With breakthrough lighting and visual effects. Interact 
__ with over 70 motion captured characters, all with Al and 
BOARD GAMES | their own agendas. 
Adv Civilization NOW $25 Die Hanse NOW $39 Jena NOW $38 Starfleet Battles NOW $25 | MIFGIN (Adventure) 
Adv Squad Leader. ~=NOW $38 — Dragon Lords NOW $29  Knightmare Chess NOW $13 Stock Market Guru now sz6 | Me@l@ase Date: NOW PC CD $53 
Alamo | NOW $15 Empire Builder NOW $25 Krieg! NOW $36 attain | NOW $14 ‘TEX MURPHY-OVERSEER’ A riveting script and stellar 
Ancient Empires NOW $29 Field Command NOW $30 Necromunda NOW $59 Texas Revolution NOW $18 | Dee > 
Axis & Allies NOW $35 Fire in the East NOW $58 Rail Baron NOW $23 AwflGreen Things NOW $i7 | Gast High color SD" Virtual World’ environment, movie 
Battle for Germany NOW $12 Geronimo NOW $32 Robo Rally NOW $33 Third Reich now sig Quality 30 fps video, unique characters who respond to 
Battletech NOW $21 Gettysburg NOW $15 Sam Grant NOW $39 Titan: The Arena NOW $17 | your words and actions. Two levels of play, for expert 
Blackbeard NOW $27 Go NOW $22 Samurai Swords | NOW $35 War of 1812 Now $35 gamers and first-time adventurers. 
Britannia NOW $19 Grand Prix NOW $19 Scrabble Dix NOW $39 Warhammer 40K NOW $59 Access (Adventure) 
Car Wars Deluxe NOW $21 Great War at Seat NOW $32 Settler Catan Exp NOW $28 Warhammer Fantasy NOW $59 Release Date: NOW PC CD $43 
Chancellorsville NOW $34 Hannibal NOW $32 Settlers of Catan NOW $30 Warhammer Quest NOW $59 ; : 
Civilization NOW $29 Harpoon Box Set NOW $41  SpaceChess3D NOW $35 We the People NOW $29 OF LIGHT AND DARKNESS’ Once every thousand 
Crisis Sinai 1973. NOW $25 History of World | NOW $27 Space Hulk NOW $65  WorldWarOne NOW $11 years, gates open between the waking world and the 
Deluxe Diplomacy NOW $42 Hobbit Adventure NOW $29 — Squad Leader NOW $23  Worldin Flames Dix NOW $90 realms of dream time, offering opportunities to those 
who dare, to save humanity from extinction. Now is the 
ROLE PLAYING GAMES | time to stop catastrophes that could usher in a thousand 
AD&D DM Guide NOW $20 Conspiracy X NOW $21 Heavy Gear NOW $25 Pendragon NOW $19 | laatdlee (Amanita) 
AD&D Monstr Manl NOW $20 Cyberpunk 2020 NOW $17 In Nomine NOW $25 Rifts NOW $21 | 
AD&D Player Book NOW $26 Deadlands NOW $27 Mage 2nd Ed NOW $21 Robotech NOW $11 Release Date: 2/98 PC CD $45 
Ars Magica NOW neo Earthdawn NOW vibe area NOW $13 Shadowrun NOW $20 ‘CH RACING SYSTEM’ Become a road warrior with the 
Bloodshadows NOW $25 Fading Suns NOW $22 Mutation NOW $30 StarWars NOW $25 system that was built for speed and durability. System 
Bubblegum Crisis NOW $20 GURPS Autoduel NOW $15 Nephilim NOW $18 Traveller ; NOW $24 comes complete with a high-performance racing wheel 
Call of Cthulhu NOW $18 GURPS Comp II NOW $18 Nightspawn NOW $16 Vampire 2nd Ed. NOW $24 with 160 degree range of motion, four push buttons and 
Changeling NOW $29 GURPS Rulebook NOW $20 Palladium Fantasy NOW $20 Werewolf NOW $24 foot pedals for acceleration and braking. 
COMPUTER GAMES: ROLE PLAYING | REL Selners enter 
eae ere : | ~ Release Date: NOW PC $85 
Arena Deluxe NOW $47 FR Descent Undermtn NOW $42 | 
ni 7 2 <a Vil ne - Spend the specified amount on any in-stock software and | ‘HEAT INTERNET GAME NETWORK’ allows people to 
settee nant NOW $36  Forsken ? Now $42  |¢hoose one free IBM game from the corresponding list. Request | el steel a Lele gd PC games over the inter- 
a calie NOW $34 Lands Lore Grdns Dst NOW $43 __| must be made at time of order. Offer good on in-stock software _ het. Provides the fastest gameplay achievable over the 
only, while supplies last. Valid through April 28, 1998. __ Internet. Includes 6-month pre-paid membership. 
Dark Project 02/98 $49 — Legcy Kain BldOmn NOW $40  Segasoft 
Diablo NOW $32 Might &Magic6 04/98 $49 |SPEND $60 _ Release Date: NOW PC CD $27 
Diablo 2 07/98 $49 Might & Magic 6 LE 04/98 $58 Precision Approach 3.5, Burn Cycle CD, Elements 3.5, 
Diablo Hellfire NOW $26 Realms of Haunting NOW $39  |Nihilist CD | ‘MIGHT & MAGIC VI’ The Mandate of Heaven, the 
Die By the Sword 03/98 $48 — Rims Ark Shdow RivaNOW $29 SPEND $100 | newest M & M edition contains an integral time 
chee es a nig hoe “= Jungle Strike/Desert Strike Bundle CD, Jutland CD, Coquered | Sosa multiple plots and story lines. Unique skal 
Kingdoms 3.5, Riddle Master Lu CD _ based’ character development and over 1000 miles of 
Dungeon Master2 NOW $15 Ultima 8 Pagan NOW $15 - virtual terrain! 
Elder Scrolls 2 NOW $39 Ultima Online NOW $53 | SPEND $200 ~ 3D0/New World (Roleplaying 
Eldr Scrlls Mrrowind 02/98 $54 — Wizardry 8 04/98 $48  |World Circuit 3.5, Descent 2 CD, Grandest Fleet 3.5, Release Date: 4/98 PC CD Lio 





Elric 06/98 $45 Wizardry Goldw95 NOW $19 {Falcon 3.03.5 


Visa, MC and Discover accepted. Checks held 4 weeks. MONEY ORDERS UNDER $200 SAME AS CASH. COD $8. Price, availability, offer subject to change at any time. Release schedules 
and shipping times are approximate, not guaranteed, and subject to change at any time. Hardware orders may require additional shipping and handling charges. Defectives replaced with 
same product. All sales final. Call for details. Shipping and handling charges calculated on a per order, per shipment, and per item basis. The “per order” charge is charged once per order 
placed and the “per item” charge is charged once for each item ordered and the “per shipment” charge is charged once for each shipment we make to you. Each United States order will 
include a 12-month subscription (while supplies last) of Computer Games Strategy Plus Magazine, for which $10.00 of the order cost will be allocated. 
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together again 


ire your jaw before it drops with 
disbelief at the opening sequence 
of this “sensual action/adventure.” 
Fuzzy, black and white, poorly lip-synched, 
and badly acted, the opener paints the por- 
trait of a nondescript secretary, Riana Rouge, 
who, in the act of extracting her boss's paws 
from beneath the hemline of a defenseless 
co-worker, is hurled into another dimension. 
All of a sudden, as though in Munchkin 
Land, full-color graphics and video appear. 
They don’t help. 

The game presents three worlds of fanta- 
sy to solve, one per CD, as the scantily clad 
Riana attempts to discover her true identity, 
locate her amorously grateful co-worker, 
restore the Worldmaker (don’t ask) to the 
Midworld Temple, wield large automatic 
weapons, and defeat the Evil Stranger. See 
Riana’s bosoms strain against leather in the 
Prison World, against brocade in the World 
of Indulgences, and against chiffon in the 
Island World. In the latter, Riana attempts to 





Gems of Darkness 


Dusty rooms to perplex us... 


here are graphic puzzle adventure 
games (the new Zorks, Obsidian, Riven) 
and there are graphic puzzle games, a 
category into which Gems of Darkness 
squarely falls. While it possesses some sem- 
blance of a story and even has a human 
guide of sorts, all that really goes on in the 
game is moving from room to room to find 
new puzzles to solve. Solve a puzzle, get a 
gem for a reward, place the gem on a sort of 
scoreboard and go off looking for another 
puzzle to occupy the ol’ brainpan between 
wistfully mind numbing bouts of Quake II. 
Gems of Darkness, by the designer of 








Oh look, it’s the Sumerian version of “Whack-a-Mole” 
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Riana Rouge 


Straining bosoms and 
automatic weapons... 






liberate the male and female denizens, the 
Sinep and Yssup creatures (kids, don’t read 
those backwards), from a computerized Orb. 
The Emotivator, a device allowing the 
player to choose a particular mood-color for 
verbal responses, is a cumbersome, ineffec- 
tual tool (although choosing “red” in one 
instance does provide what has to be the 
best line in the game, “Take me to the 
mountaintop, Angel Baby!”). Although some 
will be titillated by the nudity and racy full 
motion video scenes (Gillian Bonner as Riana 
is a knockout), they do not save this sparse- 
ly-puzzled, badly rendered, poorly acted 
would-be adventure. One or two of the puz- 
zles do show some promise, but they are a 





Jewels of the Oracle, uses 
video to convey movement 
through the archeological dig 
site of an ancient under- 
ground, three-story Sumerian 
complex. The game spans 
three CD’s, one floor per CD, with eight puz- 
zles per floor. The puzzles themselves are 
quite challenging overall, with some real 
whoppers. There is a choice of puzzle diffi- 
culty level, but other than that, once com- 
pleted there is little if any replay value here. 
And the puzzles are all of the point, click 
and/or drag style, but there’s enough variety 
in the puzzles themselves to 
give the brain-game lover 
plenty to do. 

The pre-rendered scenery is, 
as with all these sorts of games, 
very beautiful and the atmos- 
phere haunting, even though 
the environment is all stone 
corridors. The music and sound 
effects are equally as appealing, 
particularly the more mysteri- 
ous Strains. In addition, there’s 





[left to right] Javelin is very grateful to Riana for 
having saved her from the evil boss 


Ai Riana plays a Lucy Lawless lookalike with a semi- 
automatic 


mere drop in the gene pool. 

See Riana’s bosoms strain against medioc- 
rity in a script that couldn't possibly be 
saved. You'll find yourself sporadically 
laughing and shaking your head, wondering 
if they could possibly have been serious. 
Let's hope, for their sake, that they were not. 
—Cindy Yans 
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Riana Rouge 

Black Dragon Productions * www.blackdrag- 
on.com * Requirements: Windows 95, 90 
MHz Pentium or better, 16 MB RAM, 4X CD- 
ROM * Multiplayer: none 





Anyone for a game of old-style pebble elimination? 


an old archeologist studiously working on his 


journals who gives you impressively intellec- 
tual, and often vaguely perplexing, words of 
encouragement. His journal acts as a hint 


guide for the puzzles. 

If you looking for something with a story 
or adventure, this isn’t the place to be, but 
if you like a challenging if rather short-lived 
mind game, then Gems’ 24 puzzles will like- 
ly keep you occupied for the duration. 
—Jason D’Aprile 


KK KKK 


Gems of Darkness 

H + a Entertainment * www.h-plus-a.com * 
Requirements: Windows 95, Pentium or 
higher, 16MB of RAM, 4X CD-ROM; MacOS, 
68040 or higher, 16MB of RAM, 4X CD-ROM « 
Multiplayer: None 
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Excalibur 2555 AD 


Stick it back in the stone 


xcalibur 2555 AD tries to be some- 


thing akin to a cross between Tomb 
Raider and Fade to Black, and with a 


little more tweaking it might have 
reached something close to those 


heights — unfortunately, it falls well short. 


The game places the player in the boots 
of Merlin’s sounky niece in a quest to 
travel forward in time to reclaim 
Excalibur from 2555 AD-era terrorists. 


Armed with nothing more than some sort 


of hybrid meat cleaver, our buxom 
blonde must travel through 12 levels of 


puzzles that either revolve around simple 


item manipulation, killing bad things 
and/or discovering obnoxiously placed 
secret doors. 

The floors in the game are just about 
always completely flat, with almost no 
sloping or variation in elevation at all, 
and the game works on a room-to-room 
structure, which means you can't see 
through doors. This odd system assures 
that none of the levels resemble any- 
thing close to the grandeur and spa- 
ciousness of Tomb Raider (or most other 











3D games for that matter). 
This might have been over- 
looked had the designers put 
more effort into the story. For 
all the writers care, this girl 
might as well have fallen 
down a well in 2555 AD while 
attending a medieval conven- 
tion. She never reacts to her 





di The Ginzu Meat Cleaver: ideal weapon for fighting heavily 
strange Ssumoungings 2 One armored, gun-toting soldiers of the future! 
would expect from someone 


from the dark ages, and the 














characters you meet provide tacked-on though sound effects are merely tolera- 
dialogue that threatens to take the story ble, and in the 3Dfx mode, there’s some 
someplace but never does. The puzzles really keen colored lighting. While 
mainly rely on finding items in obscure Excalibur 2555 AD has some minor enter- 
places and the combat system is barely tainment value, it’s far too vapid to be 
serviceable (three attack moves and a worthwhile. —Jason D’Aprile 

block). Add to that the lack of a proper 

save function (the game only saves when i. ih 

you complete a level) and no interesting KI 

character moves. All she can do is run, Excalibur 2555 AD 

fight and use items; no jumping, climb- Sirtech Software * www.sirtech.com °* 
ing, or rolling — not that there js anything Requirements: Windows 95, 1OOMHz 


to jump, climb or roll around. Pentium or higher, 16 MB RAM, 2x CD-ROM 
On the upside, the music is excellent, * Multiplayer: None 











Dogday 
A tale of a tail tale 


on’t expect to find Snoopy or Astro 
inside the bleak world of Dogday. 
More reminiscent of Animal Farm 
and 1984 than Benji Finds a Hydrant, this 
title presents the most intriguing and 
unique experience since The Dark Eye. 
Set in a dreary environment under the 
iron fist of the mighty Chegga, players 
comb the back alleys and shadowy streets 


in search of CATS, a modern day resistance 


movement. Along the way, cantankerous 
canines patrol the thoroughfares waiting 
to shuttle you into a semi-private suite at 
the local prison. 

While Dogday sticks to the standard 
adventure game formulas with respects to 
its puzzles and inventory management, the 
game’s visuals do an excellent job of relay- 
ing a sense of depression in a persecuted 
society. Using bizarre camera angles, eccen- 
tric imagery, and drab lighting, the game 
takes on a quizzical presence. No one will 
complete the game without spouting 
“huh?” at least once. Brief flashes of humor 
(like the operable coin-op machines in the 


arcade) help to relax the somber mood a bit. 


COMPUTER GAMES 


Exploration 
is highly 
encouraged, to 
the point that 
the designers 
removed the 
possibility of 
death. 
Unfortunately, 
players will 
probably prefer Officer Schnauzer guards the sewage with his life 
death to the 
































purgatory-like alternative. Instead of the (despite its name) the ties to the world of 
ritualistic “die, reload, die again” routine, man’s best friend are distant at best. If 
getting captured by the militant dogs your Operation: Mindcrime CD ever gets 
under Chegga’s control merely puts you scratched, though, Dogday can aptly fill 
in jail. To get out, players complete sever- __ the void for depressing, hopeless enter- 
al steps, the first of which means jimmy- tainment. —-Tim Royal 
ing the lock on the cell door. It’s pure 
guesswork since the pattern changes _ a 
after every arrest, leaving the player to KK KK 
either reload an early saved game any- Dogday 
way or endure the senseless busy work. Asylum Productions Pty Ltd. » 

Dogday deserves recognition for its out- www.impact.com.au * Requirements: 
landish premise. It won't revolutionize Windows95, 486DX2/66 or higher, 8MB of 
adventure gaming as we know it, and RAM, 2X CD-ROM * Multiplayer: None 
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HE [RONFIST DYNASTY TOTTERS ON THE BRINK OF DESTRUCTION. EMBARK ON A 
PERILOUS ADVENTURE TO SAVE PRINCE NIKOLAI’S KINGDOM FROM TOTAL RUIN. 

_ FROM THE DEPTHS OF THE DEEPEST DUNGEONS TO THE INTRIGUES OF THE ROYAL COURT YOU 
WILL LEAD A BAND OF ADVENTURERS ON AN AMAZING JOURNEY OF DEPTH AND INTELLIGENCE. 
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CONTROL YOUR OWN DESTINY IN A NON-LINEAR CHOOSE WHETHER TO PLAY IN REAL-TIME OR 
FANTASY WORLD WHERE NOTHING IS PREORDAINED. TURN-BASED COMBAT MODE. 
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VIOLENCE, REVOLUTION, GENOCIDE; AND OCCASIONALLY. 
ALL OUT WAR. 
JUST ANOTHER BDAY IN THE GALAXY. 


So what if it’s not politically correct? It's a game. A strategic challenge that tests your mettle as well as 


your mind. See, while you're blowing away ships from the baddest races in the galaxy, you've got to build 





your own killer space armada. If you survive. Star Command Deluxe. Not just your everyday blood and gore. 


Unlimited free on-line play! 


KIDS TO ADULTS 
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| Available 11/97. Impatient? Download the demo @ ki zat 
; TENT RATED BY 
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INTELLIGENCE. 
It's probably smarter than you. 
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The Hangar 


It’s all about control 


et's face facts—there aren’t many of us 
L sim heads out there (make that zero) 

qualified to talk about how closely the 
latest sims model the “feel” of the real F-22 
Raptor, or RAH-66 Comanche. But on the 
other side of the spectrum there are many 
real life Cessna and Bell helicopter pilots 
within our ranks that most would qualify as 
worthy to judge each respective virtual rep- 
resentation. Excluding the effects of improp- 
erly installed software, poorly configured or 
obsolete hardware (slide show frame rates 
will destroy any flight model), you can’t help 
but be mystified as to why many of these 
real life pilot’s opinions of the same exact 
flight model vary so wildly. 

Obviously the effects of the limited 
peripheral vision and depth perception 
afforded by a CRT screen could affect each 
individual user's opinion based on the 
method(s) they use to fly in real life, but the 
discrepancies may originate from more fun- 
damental roots. Specifically, we’re talking 
about the physical and philosophical charac- 
teristics of a game controller in relation to a 
particular aircraft or vehicle modeled. 

A player generally “interfaces” with a simu- 
lation through a keyboard, mouse, game pad, 
yoke, wheel, and/or joystick(s). Assuming that 
a game controller is calibrated properly and 
working correctly, and the same type of con- 
troller (yoke, stick, etc.) is used to represent 
the controls used in the actual cockpit, there 
are still many other controller characteristics 
to consider. For example, a JetRanger’s cyclic 
stick technically matches a joystick controller, 
but the range of motion (how far the stick 
physically moves), the amount of resistance 
(loose vs. stiff), the type of resistance (viscous 
dampening rather than progressive spring 
compression/extension), mounting position, 
and even the type of grip can greatly affect 
what one perceives as being familiar or cor- 


=> CS Commande: 


rect. Ignoring Mea og!) VIWISE 
these aspects | araigeericssl — |...1...0 
when evaluating 
how a flight 
model feels 
probably ren- 
ders most relat- 
ed criticisms 
questionable. 

The FAA's 
(Federal 
Aviation 
Administration) 
Advisory 
Circular AC 61- 
126 outlining 
the qualification 
process for PC 
based aviation 
training devices 
(PC-ATD) for 
instrument 
flight training is 
a testimony to this plight. In addition to con- 
troller specification type, motion, etc., the 
elimination of user controlled calibration is 
also mandated. Basically the FAA wants 
turnkey, system independent solutions to 
eradicate perception issues. 

So what we've witnessed in our little 
niche is most likely the result of yet another 
lack of standards. Although the hardcore 
sector may cheer on software and hardware 
engineered simulations for their advances in 
realism, everyone probably shudders to 
think about the implications that may mean 
in the market. Before anyone pooh-poohs 
the whole notion, the recent alliances 
formed between Jane’s Combat Simulations 
and CH Products, and Sierra with 
ThrustMaster, illustrate that an engineered 
hardware/software simulation package is 
plausible. Or perhaps Microsoft's software 


{ 
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[left] Add Jane’s Combat Simulations to CH Products and you get Jane’s Combat Stick by CH Product 


[right] Microsoft makes the SideWinder Force Feedback Pro. Although it isn’t modeled after a 
specific aircraft or vehicle, is it something a little component rearranging can’t rectify? 
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Software and hardware developer relationships can mean more than 
bundling. CS Commander version 1.6 is positively the slickest way to pro- 
gram ThrustMaster flight controllers around. www.calansw.com 


and hardware juggernaut will be first to set 
the next standard in simulation realism. 
Unfortunately, regardless of how realistic a 
particular controller may be in form, motion, 
and function, it may actually be woefully 
inadequate for use in sims. 

While it would be nice to propose a con- 
troller standard for all flight sims, such a uni- 
versal scheme would be unreasonable due 
to the number of factors involved. 
Nonetheless, even without dividing flight 
sims into combat and general aviation seg- 
ments, in addition to the minimal X and Y 
axis and two button requirements, there are 
Some common features to look for when 
considering controllers. 

A view hat is beneficial because rudimen- 
tary situational awareness relies on visually 
seeing the world around you. Turning your 
head while playing a sim doesn’t relay the 
same information (yet!) and hunt and peck 
keyboarding tends to be more of a distrac- 
tion than is desirable. Although a 4-way hat 
is adequate, an 8-way hat is better. 
Furthermore, programmability may seem 
frivolous with Direct Input savvy programs, 
but some controllers won't allow hat func- 
tion programming. This can render the hat 
useless if there’s no direct support for it. 

The controller's design may ultimately 
limit its expandability. For example if you 
can't disable the rudder function on a joy- 
stick, you may not be able to use separate 
foot pedals in the future without additional 
game ports. Conversely, when considering 
controllers specifically for combat duty, 
ideal basic requirements become somewhat 
more complex—just like in the real world. 
—Ben Chiu 


COMPUTER GAMES 





109 





110 








F-22 ADF 


All dressed up and nowhere to go 


f the simulated aircraft to appear in 
the past year or so, the undisputed 
king (in quantity, if not quality) has 
been the F-22. The brainchild of the USAF’s 
Advanced Tactical Fighter program has 
become the golden boy of game design- 
ers...and who wouldn't be excited to fly the 
aircraft slated to replace the venerable F-15? 
Representing a fusion of stealth technology, 
advanced avionics, and dizzying maneuver- 
ability, it is little wonder that developers and 
gamers alike approach the concept with all 
the giddiness of a kid in a candy store. 

Unfortunately, the F-22 sims which have 
graced the market to date have been some- 
what less impressive than the actual aircraft. 
Digital Image Design launched their own 
project with the intention of providing a 
detailed and realistic game targeted at hard- 
core simmers—the spiritual sequel to 
EF2000. So massive was the original project 
that DID was forced to develop and release 
it in two parts. F-22 ADF (Air Dominance 
Fighter) provides the simulator itself, and F- 
22 TAW (Total Air War) adds a host of strate- 
gic play features and a dynamic campaign. 

It sounds reasonable enough, but this 
division does have a considerable effect on 
gameplay. As extensive as the entire project 
is, F-22 ADF is still only half a game...and it 
shows. A number of features that hard-core 
simmers consider non-negotiable are absent 
from this first incarnation, and what remains 
is asomewhat bizarre melange of detail and 
oversight, innovation and limited gameplay. 

As a simulation, the game shines, offering a 
much more detailed look at the aircraft than 
previous games have provided. While the 
specific systems of the real F-22 are still under 
development (and largely classified), DID has 
done a fine job in presenting a believable and 
functional avionics suite. Systems including 
radar, RHAW (Radar Homing and Warning), 
IRST (Infra Red Search and Track), IFF 
(Identification Friend or Foe), MAW (Missile 
Approach and Warning), and active jammers 
are all modeled. The EMCON system regu- 
lates all of the aircraft's active devices, allow- 
ing the pilot to assume a level of stealth 
appropriate to the situation. The aircraft's 
EMCON level can be manually controlled, but 
the computer generally does a fair job of han- 
dling things with the system set to automatic. 
The F-22 uses its In-Flight Data Link (IFDL) to 
enhance stealth characteristics significantly 
by receiving a large portion of its targeting 
information from other friendly resources. An 
IFDL link with an AWACS can provide the F-22 
pilot with a strong sense of situational aware- 
ness, even with the radar turned off. IFDL 
data can be enhanced with the use of passive 
systems such as the IRST, and the cockpit dis- 





COMPUTER GAMES 


[top to bottom] 
The Su-27 is both maneu- 
verable and stylish... 


..-But the F-22’s vectored 
thrust give it the edge in 
a turning war 


Just try to remember that 
the Su-27 can fire off- 
boresight... uh-oh! 


plays combine informa- 
tion gathered from 
multiple sources. 

Identified targets are 
placed into a shoot list 
based on your comput- 
er's estimation of how 
much of a threat they 
represent. On some 
occasions, the comput- 
er’s judgment is a bit 
suspect and sometimes 
its priorities simply do 
not match your strate- 
gy, but most of the 
time the shoot list is a 
helpful aid. Even if the 
list fails to provide you 
with the target you 
need, you can manual- 
ly select (or deselect) a 
target to add to the list 
(this tends to be a bit 
inconvenient in the heat 
of combat, however). 

Communications 
options are extensive 
(the game features a 
vocabulary of roughly 
10,000 words) and gen- 
erally well organized. 
Wingman control is not 
as extensive as it could 
be, but nearly anything 
else you might need is 
merely a menu or two 
away. The game does an 
excellent job of making 
radio chatter sound like 
it is being transmitted over a radio, rather 
than recorded in a studio. Whether or not this 
is advantageous is largely a matter of person- 
al taste—it adds a lot of atmosphere, but it is 
often difficult to understand what is being 
said without referring to the provided text 
captions. 

The view of the cockpit instrumentation 
will be familiar to anyone who has played 
EF2000, as DID has used the same approach 
in F-22 ADF. The standard view is a virtual 
cockpit (with the option to switch to an 
extremely useful wide-angle view), and each 
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MFD can be brought up into a full screen 
view. The obvious advantage to such an 
approach is that it provides the MFDs with 
sufficient resolution to display data the way 
it would be displayed on the actual aircraft. 
A number of niceties can be found on the 
MFDs, including a full color moving map 
overlay in the Situation MFD, a detailed fuel 
systems display, and a multifunctional 
autopilot display which allows the player to 
edit autopilot functions and waypoints in 
mid-flight. The MFDs are visible in the virtual 
cockpit (which sports a higher level of reso- 
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lution than that of EF2000), though the 
reduction in size from the full screen view 
renders much of the information they pre- 
sent illegible. They do provide a good 
enough view to give the player a general 
idea of a target’s bearing, however. While 
several of the game’s included joystick con- 
figurations allow the player to manually pan 
the view around the cockpit, no mention of 
the feature can be found in any of the docu- 
mentation. Strangely, there does not seem 
to be a keyboard command to perform the 
Same function, and players who own joy- 








The anemic mission 
briefing map in all of its 
glory (or lack thereof) 


The situation MFD fea- 
tures a full-color moving 
map 


This evening landscape 
is as pretty as a MiG in 
flames 


Sticks which are not 
directly supported by 
the game will not be 
able to manually pan 
the view around at all. 

Looking outside the 
cockpit is as much fun 
as looking within, and 
DID has provided a 
wealth of viewing 
options in addition to 
standard amenities 
such as a workable 
“check six” and padlock 
view (both of which are 
also included). Their 
“Smart View” system 
provides the player 
with the ability to get a 
cinematic view of any 
vehicle on the map, and 
playing with it is almost 
as much fun as flying 
the aircraft. Any of the 
views can be accessed 
while the game is 
paused, ensuring that 
the enemy will not 
sneak up and bag you 
while your attention is 
directed elsewhere. 

While you are look- 
ing around with the 
Smart Views, you are 
likely to notice a few 
things, not least of 
which are the graphics. 
F-22 ADF’s visuals are 
truly stunning—espe- 
cially with the help of a 
3D card. With sufficient 
RAM (the test system 
had 80MB), the game 
churns out a decent 
framerate even at 800x600. Terrain and 
objects are presented in greater detail than 
those in EF2000 are, and the transparent 
cloud effects are truly breathtaking. Details 
such as contrails flowing off the edges of 
your wings abound. Damage modeling is 
extremely detailed both in effect and 
appearance, and it is often possible to ascer- 
tain visually where an aircraft has been hit 
simply by looking at it. 

Determining the accuracy of the flight 
model is something of a nebulous endeavor, 
considering the newness of the aircraft and 


the largely undisclosed nature of its maneu- 
vering capabilities. Suffice it to say that the 
physics are believable—weight and drag 
effects are modeled, and rudder-only turns 
are not an option at full-military power. 

The game presents a few innovations as 
well, not least of which is the Air Combat 
Maneuvering Instrumentation (ACMI). The 
ACMI records the movements of all aircraft 
for the duration of the mission and allows 
the player to review it from any distance and 
angle. It is an excellent learning tool for both 
novice and expert pilots, and something 
that other developers would do well to con- 
sider adding to their sims. Players also get a 
glimpse at the AWACS interface, though the 
functionality is somewhat limited compared 
to what is promised in the TAW expansion. 
Commanding missions from a strategic per- 
spective does provide an interesting change 
of pace. 

Compared to all the things this sim has, 
the things it is lacking seem oddly out of 
place. The manual is terrible; a fact hardly 
compensated for by the inclusion of the 
excellent Allies and Adversaries sourcebook 
(with content culled from World Air Power 
Journal). The online help does little but reit- 
erate the information in the printed manual, 
albeit in a more organized manner. The train- 
ing missions are numerous, but they provide 
little in the way of tutorial assistance. 

The “tour of duty” option consists of three 
campaigns of ten missions each, but they 
are linear “win to advance” affairs with 
scripted action. Mission objectives are far 
too strict, and missing even a single target 
generally means a failure for the entire mis- 
sion. There is no mission editor either— 
after all the missions have been completed, 
the quick combat mode is the player's only 
resource for fresh gameplay. To add insult to 
injury, the mission map provides almost no 
useful information at all, and players are 
unable to select their own loadouts in any 
mode other than multiplayer. 

A good multiplayer mode can often be a 
savior to a game with other limitations. F-22 
ADF provides some decent head-to-head 
action, but for reasons unknown the design- 
ers decided to omit cooperative play—per- 
haps the most enticing aspect of a multi- 
player flight sim. 

All in all, F-22 ADF is something of a mixed 
bag. There is a lot of potential here, but in its 
Current incarnation the mean machine has 
only about a quarter of a tank of gas... per- 
haps just enough for a few spins around the 
block before the TAW expansion arrives. 
—Benjamin E. Sones 





F-22 Air Dominance Fighter 

Digital Integration Design * www.did.com * 
Requirements: Windows 95, NT 4.0, 133MHz 
Pentium, 16MB of RAM, 2X CD-ROM » 
Multiplayer: 2-8 players, Internet, LAN, 
modem, serial 
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Joint Strike Fighter 


From Norway with love 


he most unlikely success stories come 
from all corners of the world. X-COM 
comes from England. Blue Byte’s 
Incubation was crafted by a team of 
Germans. The French at Ubi-Soft gave us the 
sleek racing game Pod. SSI's Su-27 was lov- 
ingly cobbled together by a group of 
Russian developers. id is located in, of all 
places, Texas. And now, from the people 
who brought you Ibsen, fjords, and that “o” 
with the slash through it, comes Joint Strike 
Fighter, a refreshingly unique flight simula- 
tion with its own bold style. 

The developers at Norway's Innerloop 
have modeled two advanced jets, Boeing’s X- 
32 and Lockheed Martin's X-35, neither of 
which will see the light of service for at least 
another decade. These planes are in such 
early stages of development that they don't 
even have names yet. This sort of hypotheti- 
cal simming often leads to outright arcade 
silliness (Novalogic’s F-22 Raptor and Mission 
Studio’s Jetfighter III) 
or patchy, half-heart- 
ed stabs at realism 
(Interactive Magic’s 
iF-22 and DID's 
EF2000 and F-22 ADF). 
Joint Strike Fighter sits 
squarely in the mid- 
dle; although it 
eschews the goofy 
“Doom-in-a-plane” 
gameplay, it’s too 
timid to really throw 
its hat in the ring 
with the serious sims. 

For starters, it has 
a pretty simple flight 
model. One of the 
first signs of a flight sim shying away from 
realism is an overpowered engine. Although 
it’s possible General Electric and Pratt & 
Whitney will do a marvelous job powering 
these aircraft, it’s unlikely that any plane 
loaded with sixteen tons of ordnance and 
fuel can nimbly leap into the sky like Peter 
Pan. Forget to set flaps for take off? Never 
fear, you don’t need the extra lift. But at 
least drag and speed bleed during maneu- 
vers is modeled. Altitude effects on lift and 
fuel consumption are barely present. 

The second sure-fire sign of a fear of real- 
ism is flat rudder turning. At least these rud- 
ders are limited to a few degrees of yaw; 
they won't steer the plane in a full circle. The 
third sign would be not requiring players to 
fly carefully by not modeling stalls or spins; 
although you can argue that advanced air- 
craft feature sophisticated fly-by-wire sys- 
tems that may prevent this, it’s taken to 
extreme lengths in Joint Strike Fighter. For 
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instance, the aircraft can maintain an ungod- 
ly nose-high attitude with almost no thrust 
or lift; it’s almost possible to stand these 
planes on their tails while they plummet to 
earth. Also, an intrusive autothrottle feature 
kicks in before you stall; fly-by-wire system 
or not, a pilot should have full control over 
the throttle settings. 

A bit more realism is brought into play 
with the sensor 
suites. 
Although it 
does an 
admirable job 
of sorting out 
which sensors 
are seeing 
which targets, 
it fumbles near- 
ly everything 
else. Air-to-air 
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radar is limited 
to realistic 
detection 
ranges and 
arcs, but target 
types are flaw- 
lessly detected, 
tracked, and 
targeted. The IR 
(infrared) and 
AR (anti-radia- eh 
tion) routines & Ni” 
are pathetic. 

Although the IR sensors pick up ground 
vehicles, IR-guided weapons won't target 
them. The lack of ground radar makes 
important convoy strikes and close air sup- 
port missions nearly impossible; instead you 
get to eyeball iron bomb drops on a smat- 
tering of tiny dots in the landscape. The anti- 
radiation missiles that are so important for 
suppressing SAM sites and AAA guns will 
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only lock onto early warning radar stations; 
thus you'll get to trade cannon fire with an 
angry Shilka that doesn’t even show up on 
your sensors. In spite of all the advanced 
technology supposedly crammed into these 
planes, Innerloop forces you to attack 
ground targets like a WWll-era 
fighter/bomber. Even the vaunted precision 
of Global Positioning System satellites does- 
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There are some nice cutscenes and artwork buried in 
the game; be sure to click on the tiny video icons on 
the pilot selection screen 


Oooh, I’Il HARM you! Anti-radiation missiles away! 


The easiest campaign takes place over the deserts of 
Afghanistan 


n't kick in until you're within a couple of 
miles of the target. If you’re going to open 
your flight sim to the masses with a superfi- 
cial flight model, why frustrate them with 
completely porked targeting systems? 

The planes’ controls are thoroughly inte- 
grated into the cockpit MFDs. This gives the 
game a good immersive feel, but it’s also a 
bit unwieldy, since many of the important 





controls don't have hot keys. The arrange- 
ment of buttons along the edges of the 
MFDs seems a little Byzantine at times, and, 
for some reason, you have to hold down an 
<ALT> key to activate the mouse cursor. This 
reliance on an obtuse mouse-oriented inter- 
face is especially disappointing to owners of 
programmable joysticks. 

The HUD offers a helpful inset view of the 
important attack and defense displays. In 
the virtual cockpit mode, the MFDs are still 
fully functional, but the fonts break up and 
are unreadable. There is an overlay available 
which can spread a wire mesh over the ter- 
rain for low visibility nap-of-the-earth 
flights. Far more useful, however, is a unit 
overlay, which draws color-coded arrows in 
front of aircraft and missiles, clearly show- 
ing their facing and angle. This clever fea- 
ture works wonders at portraying a three- 
dimensional situation on the two-dimen- 
sional display of a computer monitor. It also 
allows for some thrilling dogfights and mis- 
sile dodging. It’s particularly tense to watch 
an incoming missile riding in behind a 
harsh red arrow as it tracks your move- 
ments. Not since the padlock view has a 
developer come up with so helpful a tool 
for maintaining situational awareness. 
Hopefully this innovative and useful feature 
will find its way into other sims. 

The damage model is practically non- 
existent. Your own plane might sustain 
some vague structural damage (there’s no 
readout of systems status), but most 
weapon hits simply vaporize their targets. 
This is the sort of game where a hit aircraft 


is Simply replaced with a pretty graphic of 
an explosion. Some of the larger planes are 
hard-coded to die after two or three missile 
hits. Also, the game’s documentation 
belongs in the annals of Awful Manualdom: 
it’s incomplete, poorly organized, and snug- 
gled next to a shameless plug for Prima’s 
Strategy guide. Eidos’ insulting approach 
takes second place only to Activision ship- 


ping A-10 Attack Cuba! without a manual. 
Although they've made some serious mis- 
takes, Innerloop has successfully fulfilled the 
first and foremost task of a flight simulation: 
the simulation of flight. Joint Strike Fighter 
does a superlative job of situating the player 
in the driver's seat of a powerful aircraft. The 
way the view scans across the cockpit when 
shifting from display to display is a wonder- 
fully subtle trick. The top-notch terrain 
graphics are beautiful, sharp, and crisp, from 
the way light plays across changes in eleva- 
tion to the dazzling sun effect to the 
detailed cities. The dizzying sensation of 
speed at low altitude is breathtaking: Joint 
Strike Fighter effectively unseats Jetfighter III 
as the king of the treetop rush. An unsettling 
turbulence effect and realistic head move- 
ments further reinforce the sensation of 
actual flight (hit the air brake and your view 
tilts down slightly). All this visual splendor 
and the little “you-are-there!” tricks make 
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Joint Strike 
Fighter one of 
the most con- 
vincing flight 
simulations 
you can buy 
these days. 

Another 
feather in 
Innerloop’s cap 
is their 
approach to missions, which take place 
within “canned campaigns.” Rather than fol- 
lowing the distressing trend of just bundling 
up a bunch of pre-made scenarios, they've 
created ongoing missions that evolve as you 
fly sorties, striking a pleasant compromise 
half-way between a fully dynamic campaign 
and canned missions: “canned campaigns,” 
if you will. There are four theatres, each of 


Although they’re laid out in conspicu- 
ously repeating tiles, the cities are a 
nice splash of detail 


Since you can’t lock onto this guy, have 
fun duking it out with your cannon 


which begins with an assortment of primary 
targets. The player then decides the order 
and method of taking out the targets 
through several missions. A surprisingly flex- 
ible mission planner lets you set waypoints, 
opting for stealth or brute force to make 
your way to your target. 

When planning missions, you can choose 
up to three wingmen, but you have little 
control over their loadouts. This is almost a 
moot point, since one of Innerloop’s most 
glaring omissions is the fact that wingmen 
will not, under any circumstance, attack 
ground targets. When you consider how 
poorly ground attacks are modeled in Joint 
Strike Fighter, it seems that the developers 
have forgotten that strike fighters are sup- 
posed to actually strike things. 

Wingmen control is accomplished with a 
quick and simple menu system that even 
excels EF2000/F-22 ADF’s communications. A 
few quick key presses will send a message 
and elicit a clear 
response, very con- 
vincingly recorded and 
spoken. The breadth of 
messages gives you 
complete control over 
the standard options, 
like formation and fir- 
ing constraints, but 
you can also control 
your wingmen’s use of 
radar, ECM, and even 
landing lights. 
Furthermore, you can 
assign a wingman to 
periodic “check six” cir- 
cles. The lame manual 
doesn't do justice to all 
the comm options, 
though. For instance, 
God and Innerloop 
only know what the 
difference is between 
telling your wingman 
to engage and inter- 
cept a target. 

All told, Innerloop deserves some recog- 
nition for doing so well on their first sim. 
It’s a bit simplistic and at times cartoonish, 
but it’s got a lush in-your-face look and 
style. There are currently two planned 
expansions (the first due in March) and ten- 
tative plans to flesh out the ground attack 
problems in a patch. With this kind of sup- 
port, Joint Strike Fighter could very well 
become the best flight sim modeling next- 
generation aircraft. -Tom Chick 
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Joint Strike Fighter 

Eidos Interactive + 
www-.eidosinteractive.com * Requirements: 
Windows 95, 133MHz Pentium, 16MB RAM, 
4X CD-ROM * Multiplayer: 2-8 players, 
Internet, LAN, modem, direct-connect 
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F/A-18 Korea 


A little sting from Hornet (and some honey, too) 


oor F/A-18. This demure little ground- 
pounder hasn't gotten a break. It’s not 
as sexy as the flavor-of-the-month F- 
22 (now enjoying its second year) or the 
venerable F-16 Falcon. It’s not as titillating as 
Russia’s Cold Warriors, the Su-27 and MiG- 
29. The F-14 Tomcat stole the carrier op 
spotlight by co-starring with Tom Cruise in 
Top Gun. Digital Integration pulled the air- 
to-ground sim carpet out from under it with 
their excellent Tornado. Spectrum HoloByte 
gave it a lead role in Hornet, but this was by 
far their least popular Falcon 3.0 follow-up. 
What's a Navy fighter/attack aircraft to do? 
Along comes Graphic Simulations 
Corporation to give it a shot at the big time. 
They've been nursing their F/A-18 along for 
some time now, cutting its teeth on 
Macintoshes and then weaning it to PCs. In 
their latest iteration, F/A-78 Korea, it’s ready 
to play with the big boys: it’s got some nifty 
new 3D-accelerated duds, a nicely-honed 
flight model, and a 
muscular mission 
builder. As a self- 
contained product, 
this sim is a bad-ass 
new kid on the 
block. But as a fol- 
low-up to last year’s 
F/A-18 Hornet 3.0, it’s 
a bit of a scam: F/A- 
18 Hornet 3.1 would 
have been a more 
appropriate title. 
With a few excep- 
tions, Korea is the 
same game as it’s 
previous incarna- 
tion. It uses the 
same engine, the 
same game shell, 
the same weapons, 
the same units, and 
even the same tuto- 
rials as Hornet. This isn’t a bad thing if you’re 
new to the series. In fact, it’s a great thing: 
Hornet is a fantastic sim. But if you already 
own it, buying Korea will mean paying full 
price for what is essentially a graphics 
upgrade with a mission builder thrown in. 
The improved graphics are an unqualified 
success. The game uses Glide, the native API 
for 3Dfx cards, to speed up the frame rate 
and spruce up the clean and elegant graph- 
ics. The subtle environmental lighting, the 
transparent smoke, and the scattered cloud 
cover are all excellent touches. The terrain 
engine is still based on polygons, so the hills 
slope rather than roll and their tops are cor- 
ners rather than curves. Since it eschews the 
fuzzzzy smoothblurrrr of most 3D accelera- 
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Carrier decks are lit up during nighttime 





What the F/A-18 looks like when its angry 


tion, ground units and structures don’t stand 
out as if they were dropped in from another 
sim. Although it’s graphics engine is obvi- 
ously rooted in the simplicity and clarity of 
games like Su-27 and DI's Hind, this isn’t a 
limitation: Korea shares top honors with the 
likes of Longbow 2 and F-22 ADF as one of 
the prettiest sims on the market. 

There are a few minor disappointments. 
Other aircraft are still rendered with rough- 
hewn polygons until you get within a stone’s 
throw of them. Graphic Simulations had the 
chance to create a spectacular 3Dfx nuclear 
explosion, but they just recycled the “floating 
knish” effect from Hornet. Without heavily 
textured terrain, there’s little sense of speed 
as the ground passes underneath your cock- 





pit. The insta- 
trees that pop 
up as if they'd 
sprung from 
magic beans 
don’t do much 
to help this, but 
they add an 
endearing sprin- 
kle of detail. 

Korea’s other 
significant addi- 
tion is the mis- 
sion builder, 
which is the 
game’s saving 
grace. Without 
it, there are only 
a handful of 
canned missions 
with no dynamic 
elements, a mis- 
take that’s 
proved fatal for otherwise excellent sims like 
Back to Baghdad and A-10 Cuba. This easy- 
to-use and comprehensive feature will 
greatly improve the sim’s hard drive life and 
it’s an ideal training tool. Unfortunately, the 
editor is limited to the map of Korea; the 
multiplayer arena in Nevada and the training 
grounds in Hawaii are, for some reason, 
unavailable. Also, custom-built missions 
have an annoying tendency to crash when 
an enemy engages you. This glitch is a dis- 
appointing exception to the solid work that 
Graphic Simulations has done so far. 

The F/A-18’s flight model is greatly 
improved since Hornet, but these modifica- 
tions are also available in a free patch. Still 
broken are the porked fuel consumption 
rates and the super-rudder that jerks the 
plane around like a puppet at Mach 1.5. 
The manual deserves special mention; after 
the dull and anemic documentation that 
shipped with Hornet, this thorough and 
well-organized manual is just what the 
doctor ordered. It’s not too breezy and not 
too dry. 

Make no mistake; F/A-18 Hornet is a great 
game, made even better in F/A-78 Korea. But 
Graphic Simulations hasn't done enough 
work to justify the price of a completely new 
product. —Tom Chick 
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F/A-18 Korea 

Graphic Simulations Corporation + 
www.graphsim.com * Requirements: 
Windows 95, Pentium, 16MB RAM, 2X CD- 
ROM * Multiplayer: 2-4 players, Internet, LAN, 
modem, serial connection 


“The tightly integrated mix of combat, 
Storytelling and puzzling keeps the pace 
i brisk and lively, and it'll keep you coming 

Bo all back for more.” 
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“Its a game that clearly was a labor of love. ..with humor, style, and brains to 
spare, and with a wonderfully refreshing emphasis on peng development and 
a , decision making. 
~~ ——_, “™~ - Computer Gaming World (Rating 4~1/2 out of 5) 










“In an age where many are predicting the death of traditional RPGs 
_at the hands of multiplayer extravaganzas, Fallout is a glowing 
_ example of the be one which positively radiates quality.” 





| “Interplay set out to create a ‘real’ RPG for the PC, and it’s 
more than succeeded.” 
- GamePro (Rating 4.75 out of 5) 





“Fallout is one of the finest games published this 
year, and is sure to be a serious contender for 
numerous Game-Of-The-Year awards.” 

- Online Gaming Review (Rating 9.5 out of 10) 
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Flying Corps Gold 





The best WWI flight sim gets better 


hen Flying Corps was first released, 
it was widely acknowledged as a 
wonderful effort with a couple of 
shortcomings. The first was serious: the frame 
rates on even the highest speed computers 
were unacceptably low. The second was com- 
mon to many flights sims: scripted campaigns 
that limited the replay value. The first flaw 
was rectified with a patch for 3D accelerator 
cards; the second is addressed in the new 
Flying Corps Gold with the inclusion of a full- 
featured mission and campaign editor. 

Flying Corps Gold builds on the success of 
its predecessor and establishes itself as the 
best treatment of WWI air combat to grace a 
hard drive. Begin with the flight model: the 
program accurately captures the differences 
in each plane’s handling, modeling factors 
such as torque effect, gyroscopic effect, and 
the propeller disruption of the airflow over 
the wings. Turn everything to realistic set- 
tings, and you will get a good taste of what 
it was like to fly these canvas falcons. 

Two new aircraft (the French Spad and 
the Fokker D-VII) are added to the list of fly- 
able planes, bringing the total to seven. 


AHX-1 





A Longbow Lite for the masses? 


omewhere between hard core heli- 
copter simulation and Chopper 
Command lies AHX-1. Designed to 
mesh the pure action of the latter with the 
intellectual elements of the former, it winds 
up being all things to no people. 

Everything from the opening cut scene to 
the slick menu system shows professional 
polish. Included options allow for detail 
adjustments, difficulty settings, and free 
reign over configuration of controls. 
Briefings offer quick but pertinent informa- 
tion to set the stage for each mission. 
Included in the game are over thirty mis- 
sions in three theaters of war. 

Once past the glitzy screens leading to 
combat, the game unravels in the wake of a 
pitiful flight model and visually unimpres- 
sive terrain. Flying the AHX-1 helicopter feels 
like manning a dirigible with faulty ballast. 
Response to collective adjustment wavers 
from instantaneous reaction to lengthy 
delays. Even with all options set for maxi- 
mum realism, flight remains inside the 
action "envelope," limiting the possibility for 
erratic or defensive maneuvers to those of 
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With Direct3D support 
for 3D accelerators, 
the planes and the 
landscape are sim- 
ply gorgeous. Frame 
rates with a 3Dfx card stay in 
the 25-30 frames per second 
mode on many systems (the 
game was tested ona 
233MHz MMX Pentium and a 
166MHz Pentium, both with 
3Dfx cards). 

The included campaigns well-designed, 
with three scripted mission-style campaigns 
(plus one new campaign in the mission edi- 
tor) and one dynamic campaign. This mis- 
sion/campaign editor is detailed enough to 
create some very complex missions and 
campaigns; expect to see user designed 
campaigns show up on the Internet very 
soon. As detailed as it is, the editor is also 
relatively easy to use. 

It should be noted that most of the 
enhancements in the game are also available 
to owners of Flying Corps via a (free) patch; 
the editor, however, is not available 


A mission/campaign editor adds a new dimension of 
replayability 


(although owners of the earlier game can 
obtain an upgrade for a small fee). But the 
bottom line is that anyone who has an inter- 
est in man’s first foray into air combat, the air 
war over the trenches of WWI, will be 
enthralled with Flying Corps Gold. —Jeff Lackey 





Flying Corps Gold 

Empire Interactive * www.empire-us.com * 
Requirements: DOS, Windows 95, 9OMHz 
Pentium or higher, 16 MB RAM, 4X CD- 
ROM * Multiplayer: 2- 8 players, Internet, 
LAN, modem 





the arcade classic Afterburner. 
The ground collision detection 
scheme sometimes triggers 
long after a collision actually 
occurs, leaving the player to 
fly around leisurely waiting for 
the inevitable crash sequence 
to kick in (wait... perhaps this 
is an exciting secret feature 
the feds didn’t tell us about). 
The highly touted Terrain 
Generator, which renders real- 
time environments from actual 
terrain photos, proffers murky, pixelated 
landscapes. Hearkening back to the original 
Comanche-style graphics, the behind the 
scenes process may be technically astound- 
ing but ultimately yields mediocre results. As 
lackluster as they are, the processor 
demands for displaying this 3D terrain seem 





Your mission: Fly through heavy defensive fire to capture the 
Energizer bunny 


heartedly mimics too many simulation ele- 
ments to be noticed. If "the first strike really 
is the deepest," as its subtitle proclaims, 
then gamers need not fear — they won't 
even need a Band-Aid. —Tim Royal 





terribly disproportionate. 

From the simulation fan’s perspective, the 
game falls short of passable, even if the pre- 
miere helicopter simulation, Origin’s AH64D 
Longbow, had never existed. In the opposing 
perspective of the action fanatic, AHX-7 half- 


ye OXOXaX 

AHX-1 

GT Interactive * www.gtgames.com * 
Requirements: Windows 95, 166MHz 
Pentium or higher, 16MB RAM, 4X CD-ROM - 
Multiplayer: None 
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[top to bootom] 


The claustrophobic streets of Monaco 
Cars break apart realistically 


Weather effects are superb. The weather can 
also change during the course of a race 


In traffic with Schumacher on the inside 


vast 3 | 
BENETTON RENAULT 


here’s a line drawn in the sand 
T between arcade racing games and 

simulators, and it’s a rare occasion 
when a game successfully straddles that 
line. UbiSoft’s stunning F1 Racing Simulation 
is such a game, combining the 3D accelerat- 
ed visual splendor and arcade-action of 
Psygnosis’ F7 with the hardcore realism and 
feel of MicroProse’s aging but still formida- 


ble Grand Prix Il. With no significant flaws, it’s 


the best racing game currently available. 

F1 Racing Simulation models the 1996 
Formula 1 season, minus Jacques Villeneuve, 
who's “Racer X” (gotta love people who get 
their own license). It has all 16 tracks, which 
appear to be accurately modeled, with the 
exception of wimpy sand traps that rarely 
cause you to get stuck. All of the teams and 
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Cars are present and 
accounted for, and 
each car has subtle 
visual differences, 
which is a nice touch. 
You can run single 
races, entire seasons, or 
perform time trials 
against “ghost” rac- 
ers—people who've 
saved their own track 
replays (you can down- 
load other “ghosts” 
from UbiSoft’s website). 
The most important 
aspect of any racing 
game is the feel of the 


handling, and again this game 
has that nailed. While any com- 
ments on realism are specula- 
tive, the cars handle much as 
expected, with lap times that are 
close to those in the real-world. 
Most of all, it fee/s realistic, which 
is much more important than 
actually being realistic. With all 
driving aids off, the game is ter- 
rifically challenging, and benefits 





from a seriously good steering wheel. 
However, unlike most serious simulations, 
the arcade mode is equally well done. It’s 
surprisingly challenging, with on-throttle 
oversteer and other real-world physics that 
usually aren't modeled in arcade games. 

A wealth of options is available for tuning 





your car; unfortunately, the game’s interface 
hinders your efforts somewhat, being slow 
and cumbersome (the distinction between 
what constitutes a “driver” and “engineer” 
setup may be lost on some people). The Al 
stands up to close scrutiny, as the computer 
is aggressive in passing maneuvers while 
managing to avoid your own stupid moves. 
If you leave an opening, the Al will gladly 
take advantage of it. 

Unlike most other racing games, F7 does- 
n't have an option to enable the “best-line” 
through the turns. It achieves the same 
effect in a more realistic manner by making 
that “best-line” look like the natural rubber 
that gets laid down on the track during the 
course of the race. 

Aesthetically speaking, F1 Racing 
Simulation excels. Using a version of the 
engine that powered POD, it’s drop-dead 
gorgeous, especially with a 3Dfx card. That 
beauty does require plenty of horsepower, 
but the frame rates are excellent with a 
3Dfx-equipped 200MHz Pentium with 64MB 
of RAM. While you can quibble about the 
poor quality of trees and distant objects, 
there are a number of small graphic details 
that more than offset those minor problems. 
Little details like skid marks that stay on the 
tracks for a few laps and sand and grass that 
flies up from the back of the car when you 
go off-road add a lot to the visual realism of 
the game. The clouds move in the sky, and a 
lens-flare effect can actually blind you when 
driving into the sun. 

Best of all, and this is where F7 has Grand 
Prix Il beat, is the modeling of weather con- 
ditions. Races can be run in the sun, fog, a 
downpour or any combination thereof. 
During the rain, you'll have great difficulty 
seeing any and all parts of the track 
because of the water spray thrown 
up by other cars. The 3D cards help 
a lot in the rain, as the game can 
take advantage of their built-in fog- 
ging abilities. 

Grand Prix Il is a superb game, but 
its reign as the best F1 simulation has 
ended. F7 Racing Simulation's heady 
combination of visual splendor and 
balance between arcade and simula- 
tion car modeling puts it squarely in 
the lead. —Steve Bauman 


Dok kkk 


F1 Racing Simulation 

UbiSoft * www.ubisoft.com + Requirements: 
Windows 95, 120MHz Pentium or higher, 
16MB of RAM, 4X CD-ROM * Multiplayer: 2-8 
players, Internet, LAN, modem, split-screen 


---WP 4: COURSE 121 AT 12000 FT ETA 1:18..CHANGE COURSE TO 140 LEVEL AT 10000 FT... 





GunJam: bandits, 6 o'clock high! 





-- bingo ammo 


Gundam: run low -- i’ll cover you home 


HiTech: roger that -- p51 closing fast! 


GunJam: pull left! PULL LEFT! 


GunJam: HiTech!?! 





www. airwarrior.com 





GAMESTORM. 
---$9.95 MONTHLY--ONE PRICE, ALL GAMES, UNLIMITED PLAY--FIRST MONTH FREE--- 


Air Warrior is a registered trademark of Kesmai Corporation. KESMAI 
GameStorm is a trademark of Kesmai Corporation © 1997. All rights reserved. STUDIOS 
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Front Page Sports: Ski Racing 


Go that way, really fast... 


hen Sierra enlisted the aid of world 
W champion skier Picabo Street to 

help them with Front Page Sports: 
Ski Racing, it was obvious they had a hard- 
core simulation in mind. It is an interesting 
concept (skiing games are something of a 
rarity on the PC), but unfortunately this 
attempt at portraying the sport falls flat in a 
number of areas. 

Sierra has done well at the admittedly diffi- 
cult task of providing a believable control 
scheme—a notable achievement given the 
vast differences between the types of physi- 
cal input used when actually skiing and the 
control devices available to gamers. The 
game provides a wider variety of motions 
than previous skiing games have done (what 
few of them there are), and a variety of equip- 
ment and snow conditions are modeled. 

While the physics model seems believable 
enough at first glance, a little scrutiny 
reveals some major shortcomings. It seems a 
bit strange that the only way to wipe out is 
to run into something, no matter how 
absurd a maneuver you might attempt. 





Leaving a 
jump sideways 
at 50 mph 
would likely 
put a real skier 
in traction, but 
in Ski Racing 
you merely 
land (sideways) and continue to slide down 
the mountain (sideways) in a manner that 
defies the laws of inertia. If you want to try 
the jump again, don’t bother looking for a 
lift or a rope tow—just turn around and 
skate back up the slope in excess of 15 mph. 

The game does provide a visceral sense of 
speed and excellent graphics, but it fails to 
provide much else. Only six trails are avail- 
able, multiplayer consists of hotseat play 
only (a patch providing network, Internet, 
and modem play is promised for some 
future date), and Picabo Street's training tips 
and videos are little more than sound bytes. 
Ski Racing is a mildly entertaining game, but 
your money would probably be better spent 
on a real lift ticket. -Benjamin E. Sones 





[left to right] 
The VCR feature allows you to record and edit 
the footage of your runs 


Your skier’s motions are nicely modeled, and 
you can’t beat the view 
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Front Page Sports Ski Racing 

Sierra * www.sierra.com * Requirements: 
Windows 95, 9OMHz Pentium or higher, 
16MB of RAM, 4X CD-ROM * Multiplayer: 2 
players, Hotseat 





Front Page Sports Trophy Rivers 


Digitally signed fishies 





Gauges beneath the action show contributing factors, 
like drag settings and line tension 


he pole dips slightly, that gentle tug a 
T telltale sign of ensuing battle. Suddenly, 

man meets fish in a thrashing, splash- 
ing saga of one man’s pride against one fish's 
imposing dental work. That is, until security 
guards at the aquarium drag you and your 
tackle box away. Once bail’s posted, though, 
grab Front Page Sports: Trophy Rivers and 
experience fishing at its best. 

Covering five rivers (from the Deschutes 
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in Oregon to White River in Arkansas), 
hundreds of fly types, and a host of 
reels, the game excels in every 
respect. Extensive online documenta- 
tion makes an expert fly fisherman out 
of any gamer in short order. 
Customizing fishing trips allows for 
water temperature, weather condi- 
tions, and difficulty options to blend 
realism with action. 

Fishing spots are selected across the 
entire breadth of each river, whether 
casting from shore or drifting in your 
boat. These virtual rivers look gorgeous, 
bearing an uncanny resemblance to 
their real world counterparts right down 
to rock formations and current flow. In Trophy 
Rivers, gamers experience the strategy of fish- 
ing, researching the appropriate gear and 
techniques for given conditions. More impor- 
tantly, tinkering with line drag, fly selection, 
and casting style has profound impact on suc- 
cessful “aquatic organism procurement.” 

The essence of fishing boils down to one 
factor: size. The game offers a complete 
record system, tracking the length of your 


catches for future embellishment. Even bet- 
ter, multiplayer support makes global brag- 
ging rights a reality, so Sparky the dateless 
wonder teen in Georgia can boast to Harold 
the successful lawyer in Wisconsin about the 
one (thousand) that got away. 

Complaints are few. The screen remains 
fixed at 800 x 600, penalizing folks at higher 
resolutions with a viewing peephole. Some 
fishermen will be outraged to learn of the 
game’s lack of any deathmatch rivers. When 
a fish strikes, the serene guitar music gets 
replaced with a jarring Snoop Gill E. Gill hip- 
hop tune. Beyond that, Trophy Rivers pro- 
vides just about everything one could ask 
for in a fishing simulation. All it needs now is 
a “Fool the Fisherman” add-on pack from 
the fish’s point of view. -Tim Royal 
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Front Page Sports Trophy Rivers 

Sierra * www.sierra.com * Requirements: 
Windows, 60MHz Pentium or higher, 16MB 
of RAM, 2X CD-ROM * Multiplayer: 2-8 play- 
ers, Internet (via WON.NET), LAN, modem 


Game Programming 
Fundamentals, the latest 
innovative course from the 
NRI Computer Learning 
Center-a leader in 
at-home education- 
Gives you real, hands-on 
experience using a 
Computer language to 
write your own game. 

As you analyze Alien 
Attack, a game commis: 
Sioned exclusively 0 NRI; 
you discover how a 
typical computer game is 
written, from story- 
boarding to coding. 

Plus, you cover game 
design, performance, and 
debugging. 

Best of all, you ll learn 
how to make direct 
modifications to Alien 
Attackwhile you master 
your choice ot program: 
ming languages: Visual 
Basic, (++, or Java. There s 
no other course like it! 


Creating them can be out of this world! 


Train With the Leader MFT scroo's 


At the NRI Computer Learning Center, you get Computer Learning Center 
training that puts the emphasis on you, with email ben Mpseingen. DC. zo0eb 
real-world technology, hands-on training, 4 Check one FREE information package only: 

: : : _| GAME PROGRAMMING FUNDAMENTALS 
attentive customer service, and the convenience =| belies cid Grant 
of studying whenyou want to, whereyou want _} Computer Programing 

_| Multimedia Programming 

to, and fow you want to. | Desktop Publihing wth ageHaker | Nan 


7 . _| Networking with Windows NT 
Enter the exciting world of game program: — |= earn an Aco sto 
ming without ever leaving your living room. | Mastering Microsoft Office 


Find more today "| _| PC Servicing City/State/Zip 
oat = : Accredited Member, 


Distance Education and Training Council 
(In order to take this course e must own or have access 
to a 486DX2/66 or better PC. 


A Division of The McGraw-Hill Companies 
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Curse you, Red Baron II 

Once again, I've got to hand it to your 
reviewer; Tom Chick really zeros in on the 
pros and cons of Red Baron II [CGS+ 88]. The 
“2 Stars” are clearly deserved, despite some 
of the very nice features of the sim, which 
Tom was careful to point out. Sierra has 
openly insulted its would-be fans once again 
with a shoddily produced product (replete 
with pre- and post-release contradictory 
claims and excuses), and continues to shoot 
itself in the foot with its disdainful treatment 
of customers on its own forum. 

Prior to Christmas, Sierra reps talking up 
the sim were full of promises as to what 
would be done immediately. In an almost 
transparent case of incredibility, as soon as 
Xmas passed, so did Sierra’s interest and 
promises, replaced by vows not to be so 
“irresponsibly enthusiastic” in the future. 
After all, they [the production team] advised, 
the “suits” in “Corporate” (who, exactly?) had 
total control over the title, and we can't real- 
ly go around usurping their authority. 

Now, if a peon “designer” makes a “promise” 
that isn’t kept, it’s “whoops, it’s those wacky, 
Zany guys in ‘Corporate’ again; go figure ‘em... 
but / at least tried to help y/all out!” 

How tiresome. 

Without the tough, objective reviews of 
mediocre (or sub-mediocre, as the case may 
be) product, the PC game industry will take 
every inch of customer latitude it can wran- 
gle to line their pockets. Making money sell- 
ing goods is an honorable pastime, but only 
when the products sold are dedicated to 
achieving excellence (at whatever level a 
product can achieve it, given inherent limita- 
tions). While Red Baron II is the type of game 
and the precise subject matter | wanted to 
see in a sim, Sierra should get no points for 
having a “good idea,” or “good intentions” 
(debatable) if they cannot execute that idea. 

Sierra deserves a good swift kick in the 
pants, and | think Tom delivered it with mea- 
sured restraint and skill. | don’t revel in bad 
reviews, but in a climate where we have 
seen excessively generous reviews handed 
to mediocre (or worse) product—perhaps 
out of fear of discouraging companies from 
producing more of a favorite genre—we 
need to get everyone’s perspective back on 
track as to what should be expected from 
our entertainment software. 

Mark Sterner 
Via Internet 


Conflicting Lara comments 

| stumbled upon the review of Tomb Raider II 
by Steve Bauman [CGS+ 87]. After reading it, 
| don’t quite know what to think of you 
game critic. Not being rude or anything, but 
| really think that Steve should write reviews 
for some tabloid magazine. Basically every- 
thing that he wrote about Tomb Raider II is 
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rubbish! The game is superior to the first 
one in all aspects. It is a game for crying out 
loud Steve! The title does not necessarily 
have to reflect the plot of the game! [So it 
should have been called Woman with 
Enormous Breasts I|?-ed] 

Well enough of my criticism. Maybe it’s 
because it is a European team that created a 
superior game to many released by 
Americans? Who knows? Compared to other 
games on the market, Tomb Raider II kicks ass. 

Sincerely, 
Przemek Lodej 


We gave the original Tomb Raider “Game of 
the Year” for 1996, so the accusation of bias is 
somewhat misguided. For another take on 
Tomb Raider II, we have... 


Thank you, thank you! | finally read a review 
that tells the truth! I’m referring to the 
review of Tomb Raider Il in the February 
issue. Every other PC and console game 
magazine review of the game that I’ve read 
has given it top ratings. Yet I’ve been so 
annoyed and frustrated with the game. 

| loved the first game’s atmosphere and 
level design, especially snooping around in 
dark, scary tombs. | loved the sparseness of 
the enemies and their non-human nature. (I 
wasn't interested in fighting; | wanted to 
explore and solve puzzles.) 

So what do we get in the sequel? A frig- 
gin’ oil rig?! A boring shipwreck?! With a 
huge world full of Cambodian and Indian 
temples?! All of this when we could have had 
a trip to some Lovecraftian, impossibly- 
angled city buried in the Antarctic, where we 
could have faced down a gang of Old Ones?! 

Anyway, the review says it better than | 
can, though | would have given it 2 stars. 
Eidos knew they had a sure thing with the 
sequel so they decided to hurry out a piece 
of crap. Too bad for the consumer. 

Timothy E. Johnson 
West Des Moines, IA 


The wrath of Rendition 

He said: “The game only offers support for 
3D cards based on the Rendition chipset. Big 
mistake... Without the [3Dfx] patch, it’s diffi- 
cult to recommend SODA to anyone other 
than the people still using Rendition cards— 
both of you (just kidding—many race fans 
have the cards because of the card’s support 
in NASCAR Racing 2)” 

| feel sorry for you knowing that you have 
actually published that where Rendition 
owners can read it. If | have to explain to you 
why many people refuse to buy a 3Dfx card, 
you have missed something obvious. 

The 3Dfx is great in it’s own respect, but it is 
not the be-all-end-all definitive “standard” that 
the narrow minded 3Dfx owners seem to think. 

If it comes anywhere close to being that 





level of standard, it’s going to have to 
change a whole hell of a lot. 
Jace of Fuse! 
Via Internet 


Apparently we were off in our guesstimate 
about how many Rendition owners there are 
out there—based on the flood of mail this 
comment generated, it’s clear there are at least 
10 of you. But seriously, everyone altogether 
now—it was a joke, a humorous aside (hence 
the statement “just kidding”). Rendition cards, 
particularly those based on the V2x00 chip, are 
fast and cheap. However, like it or not, the 
3Dfx has emerged as the industry-leader. If 
you're not going to support the leader, you 
have to support the open standard of 
Direct3D—something Papyrus admits they 
should have done. All of this reminds us of the 
soundcard wars... all Gravis Ultrasound own- 
ers raise their hands. —ed 


Letter printed exactly as received 
WHAT ON EARTH ARE YOU THINKING?!?!?!71?! 


WHAT IS WRONG WITH YOU PEOPLE? 
ULTIMA ONLINE IS THE BEST RPG EVER, 
AND YOU OBVIOUSLY DON’T UNDERSTAND 

THE WHOLE IDEA OF ROLE PLAYING! ROLE 
PLAYING, IE, PLAYING THE PART OF AN 
IMAGINARY CHARACTER. THIS IS EXACTLY 
WHAT UO LETS YOU DO!!!! EVERY OTHER 
RPG ALWAYS HAS A MAIN PATH BUT YOU 
ARE ALWAYS PLANTED IN THE BODY OF 
SOME WORLD-FAMOUS HERO, AND SOONER 
THAN YOU KNOW IT, EVERYTHING IN THE 
WORLD HAPPENS TO OR BECAUSE OF YOU. 
IN UO, YOU ARE JUST A PERSON. A PERSON 
WHO MUST WORK TO GET MONEY AND 
MAKE A LIVING, TRAIN TO IMPROVER HIS 
SKILLS, AND HAVE FUN! TO ME, UO IS THE 
ONLY RPG, AS ITS THE ONLY ONE THAT GETS 
NEAR TO THE REAL MEANING OF ROLE PLAY- 
ER (| STILL LOVE ALL ULTIMA GAMES, AND 
AM LOOKINFG FORWARD TO ULTIMA IX, AND 
| HAD LOTS OF FUN WITH DAGGERFALL). 
| KNOW ABOUT THE LAG, THE SOMETIMES 
LOUSY SERVER CONNECTIONS AND THE 
LACK OF RESPONSE FROM GMs (THEY'VE 
ALWAYS ANSWERED MY CALLS QUICKLY, 
BUT I'VE HEARD MANY PEOPLE COMPLAIN 
ABOUT THIS) BUT IT NEVER GETS REALLY 
BAD!, ITS NOTHING A REAL ROLE PLAYER 
CAN'T PUT UP WITH. 
| HOPE YOU MAKE ANOTHER REVIEW OF 
UO, THIS TIME WITH SOMEONE WHO HAS 
ACTUALLY PLAYED AN RPG (EVEN IF ITS JUST 
AN OLD, PEN & PAPER RPG) AND FOR THE 
MOMENT, | GIVE YOU: 1 STAR OUT OF 10. 
SINCERELY 
GUSTAVO HERODIER 


AMEN, BROTHER. NOW ABOUT THAT CAPS 
LOCK KEY... LET ME GET OUT MY SCREWDRIV- 
ER AND HAMMER... THIS WON’T HURT A BIT... 












WM REAN 














Take any one of six classic army Melt attacking infantry with your Break your troops out of a heavily 


|! Make your way through alpine, desert 
men figures into combat in this flamethrower or shatter enemy guarded POW camp in one of and bayou terrains or play against your 
squad level action-strategy game. vehicles with your bazooka and tank. over 30 action-packed missions. friends on special multiplayer maps. 


www.arfmYmen.com 


KIDS TO ADULTS 


1998 The 3D0 Company. All rights reserved. Army Men is a trademark of The 3D0 Company. All other trademarks are properties of their respective owners. a. 
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You’ve been warned. 








An epic adventure of good and evil. 


